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Editors'  Letter 

Fifteen  years  ago,  STAR  TREK  was  reborn  when  a 
new  U.S.S.  Enterprise  with  a  new  crew  set  on  its 
continuing  mission  to  seek  out  new  life  and  new 
civilizations.  The  first  few  years  of  the  voyage  were 
difficult,  but  by  the  show’s  fourth  season  Captain 
Picard  and  his  crew  were  well  on  their  way  to 
becoming  an  American  institution. 

It’s  not  exaggerating  to  say  that  STAR  TREK 
has  changed  people’s  lives;  it  certainly  changed 
Patrick  Stewart’s.  In  1 986  he  was  a  working 
English  actor;  TNG  made  him  into  an  interna¬ 
tional  star,  and,  as  he  told  us,  gave  him  the 
chance  to  direct. 

The  fact  that  Patrick  was  given  a  chance  to 
shine  is  largely  due  to  Robert  Justman,  who  ‘discovered’  him 
and  helped  to  persuade  Gene  Roddenberry  that  he  should  be  the  captain  of  the 
Enterprise.  Bob  has  been  involved  with  STAR  7 REK  since  the  very  beginning,  and  he 
has  taken  the  chance  to  look  back  over  the  years  -  and  to  offer  a  few  apologies,  in  a 
very  personal  installment  of  his  column,  ‘From  the  Wormhole.’ 

Most  of  the  rest  of  the  features  in  this  issue  concentrate  on  TNG’s  fourth  season, 
which  is  released  on  DVD  this  month.  We’ve  talked  to  head  writer  Michael  Piller  and 
some  of  the  show’s  stars  about  how  that  season  evolved.  As  Michael  says,  it  was  a  good 
time  for  the  series,  which  was  gaining  critical  approval  and  finding  a  larger  audience 
after  the  stunning  success  of  ‘The  Best  of  Both  Worlds.’ 

We’ve  also  talked  to  production  designer  Richard  James  about  how  the  art 
department  created  everything  from  the  Picard  family  home  in  France  to  Dr.  Soong’s 
futuristic  lab.  And  Michael  Westmore  talks  to  us  about  the  challenges  faced  by  the 
makeup  department,  which  included  aging  Brent  Spiner,  designing  the  Cardassians, 
and  transforming  Geordi  into  a  bright  blue  alien. 

Another  of  TNG’s  writers,  Ronald  D.  Moore,  looks  back  over  the  shows  he  wrote 
during  the  fourth  season  and  explains  how  he  wanted  to  push  the  boundaries  of  the 
format  in  episodes  such  as  ‘Data’s  Day’  and  remembers  how  he  brought  the  Klingons 
back  and  sent  them  to  war. 

The  fourth  season  also  introduced  us  to  Gowron,  who  became  the  new  leader  of  the 
Klingon  Empire.  Fie  was  played  by  actor  Robert  O’Reilly,  who  reveals  that  he  put  a  lot 
of  thought  into  Gowron’s  motives  and  decided  that  his  alter  ego  was  determined  to 
keep  the  Klingon  race  pure. 

This  month’s  briefings  start  with  an  examination  of  two  Starfleet  ships  —  the  U.S.S. 
Centaur,  which  made  a  fleeting  appearance  during  the  Dominion  War,  and  the  U.S.S. 
Rhode  Island,  which  was  Captain  Flarry  Kim’s  ship  in  ‘Endgame.’  Then  we’ve  taken 
a  look  at  some  of  the  bizarre  stellar  phenomena  our  crews  have  encountered,  and  we 
provide  a  rundown  on  Tsunkatse  before  finishing  off  with  a  biography  of  Kai  Winn. 

ENTERPRISE,  the  most  recent  incarnation  of  STAR  TREK,  is  back  this  month. 

We’ll  have  several  features  on  the  show  in  the  next  issue,  but  in  the  meantime  we’ve 
taken  a  quick  look  at  what  Captain  Archer  and  his  crew  have  achieved  in  their  first 
year  in  space. 


The  Editors 


In  STAR  TREK:  THE  NEXT  GENERATION’S  fourth  season  Patrick  joined  the 
ranks  of  the  show’s  directors  when  he  helmed  ‘In  Theory,’  the  penultimate  show 
of  the  year.  He  recalls  his  enjoyment  of  his  inaugural  stint,  and  relates  his  experi¬ 
ences  on  the  other  four  shows  he  went  on  to  direct  during  the  rest  of  the  series’ 
run  -  some  of  the  most  vivid  being  the  boisterous  behavior  of  one  or  two  of  his 
fellow  actors,  whom  he  says  he’s  never  quite  forgiven. 

Patrick  is  also  busy  with  his  production  company  Flying  Freehold,  whose  first 
project  to  hit  the  TV  screen  was  ‘King  of  Texas,’  based  on  Shakespeare’s  ‘King 
Lear’;  he  is  also  set  to  star  with  Glenn  Close  in  a  remake  of  ‘The  Lion  in  Winter. 


Robert  O'Reilly 

Robert  O’Reilly  played  the  Klingon  leader  Gowron 
over  the  course  of  nine  years,  making  appearances  on 
both  STAR  TREK:  THE  NEXT  GENERATION  and 
STAR  TREK:  DEEP  SPACE  NINE.  Away  from  the 
24th  century,  he  is  a  hard-working  actor  and  director 
who  is  closely  associated  with  The  Colony  Theatre 
Company  in  Los  Angeles. 

David  Ogden  Stiers 

Currently  starring  as  Rev.  Purdy  in  Michael  Piller’s 
‘The  Dead  Zone,’  David  Ogden  Stiers  is  prominent 
among  STAR  TREKs  many  guest  actors,  having 
appeared  in  the  Season  Four  show  ‘Half  a  life’  as 
Dr.  Timicin,  who  became  Lwaxana  Troi’s  lover.  Aside 
from  his  long  career  on  stage  and  in  TV  and  movies, 
he  is  a  keen  classical  music  conductor. 


Michael  Filler 

Executive  producer  Michael  Piller  is  one  of  the 
most  important  writers  in  the  history  of  STAR 
TREK.  As  the  head  of  the  STAR  TREK:  THE 
NEXT  GENERATION  writing  staff,  he  set  the 
tone  for  the  series  and  wrote  the  pivotal  two-part 
episode  ‘The  Best  of  Both  Worlds.’  Michael  is 
now  producing  the  series  ‘The  Dead  Zone,’ 
which  features  STAR  TREK:  DEEP  SPACE 
NINE’S  Nicole  deBoer. 


Ronald  0.  Moore 

Writer  and  producer  Ron  Moore  was  the  only 
member  of  the  STAR  TREK:  THE  NEXT 
GENERATION  writing  staff  who  returned  with 
Michael  Piller  for  the  fourth  season.  During 
that  year  he  penned  important  episodes  such 
as  ‘Family’  and  ‘Data’s  Day,’  but  his  biggest 
contribution  is  probably  the  development  of 
the  ongoing  Klingon  storyline  that  led  to  civil 
war  at  the  end  of  the  season. 


From  the  beginning  of  STAR  TREK:  THE  NEXT 
GENERATION  Michael  Westmore  has  headed 
the  makeup  department,  creating  the  aliens  we 
encounter  each  week.  Sometimes,  as  with  the 
Borg  and  the  Cardassians,  he  is  tasked  with 
inventing  a  makeup  for  a  recurring  adversary; 
sometimes  it’s  just  ‘alien  of  the  week.’  But  on 
every  occasion  he  looks  for  inspiration  and 
ingenious  solutions  to  provide  a  unique  look. 


Richard  James 


After  he  joined  STAR  TREK:  THE 
NEXT  GENERATION  in  its  second 
season,  production  designer 
Richard  James  was  responsible  for 
developing  the  look  of  every  alien 
world  and  spaceship  the  U.S.S. 
Enterprise  NCC-1701-D  encountered. 
Richard  was  a  veteran  television 
and  movie  designer,  whose  credits 
include  the  movie  ‘Local  Hero.’ 
Alter  TNG  came  to  an  end,  he 
moved  on  to  design  STAR  TREK: 
VOYAGER,  and  is  now  retired. 


Robert  Justman 

Producer  Robert  Justman  was  with 
STAR  TREK  from  the  first  pilot, 
which  featured  Captain  Pike  rather 
than  Captain  Kirk.  He  stayed  with 
the  series  throughout  its  three  years 
on  air.  Then,  in  1 986,  he  returned 
to  work  with  Gene  Roddenberry  to 
create  a  new  series,  which  became 
STAR  TREK:  THE  NEXT  GENER¬ 
ATION.  He  has  a  unique  insight  to 
both  shows,  and  writes  an  occa¬ 
sional  column  for  the  magazine 
about  his  many  experiences. 
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We  take  a  look  at  why  STAR  TREK: 
THE  NEXT  GENERATION  became  such 
a  ratings  winner  in  the  fourth  season. 


Patrick  Stewart  talks  about  his  experiences 
of  directing  and  his  future  plans. 

6  News  Review 

The  latest  showbiz  developments. 

7  STAR  TREK  NEMESIS 

Pictures  from  the  upcoming  movie. 

11  Listings 

A  guide  to  the  latest  books,  DVDs,  and 
videos  to  hit  the  shops,  and  a  list  of 
upcoming  conventions. 

14  Patrick  Stewart 

Patrick  Stewart  discusses  his  stints  behind  the 
camera  on  STAR  TREK. 

20  The  Fourth  Season 

We  talk  to  some  of  the  actors,  writers,  and 
directors  involved  with  the  fourth  season  of 
STAR  TREK:  THE  NEXT  GENERATION. 


We  provide  the  lowdown  on  Harry  Kim’s 
U.S.S.  RHODE  ISLAND  NCC-72701. 


The  U.S.S.  CENTAUR  NCC-42043  served 
during  the  war  with  the  Dominion. 


U.S.S.  RHODE  ISLAND 
NCC-72701:  Introduction 

An  alternate  future  Woya-class  ship. 


U.S.S.  CENTAUR  NCC-42043: 
CG  Views 

A  two-page  spread  of  the  vessel. 


U.S.S.  RHODE  ISLAND 
NCC-72701:  CG  Views 

The  starship  from  every  angle. 


U.S.S.  CENTAUR  NCC-42043: 
Introduction 

Details  of  a  recent  design  of  starship. 


27  An  historic  year  in  space 

A  review  of  the  planets  and  races  that 
Captain  Archer’s  crew  have  encountered 
during  their  first  year  in  space. 

42  Robert  O’Reilly 

Robert  O’Reilly,  who  played  the  Klingon 
Chancellor  Gowron,  gives  his  insights  on 
what  made  his  character  tick. 


Briefing  2 


Stellar  Phenomena 


pages  46-69 


Astral  eddies  are  just  one  of  the  stellar 
phenomena  our  briefing  focuses  on. 

•  Supernovas 

•  Neutron  Stars 

•  Cosmic  Strings 

•  The  Protouniverse 

•  Bioplasmic  Organism 

•  Gravity  Sinkhole 

•  Astral  Eddies 

•  Distortion  Wave 

•  Beta  Renner  Cloud 

•  Inversion  Nebula 

•  The  Void 

•  Neutronic  Wavefront 


Briefing  1 

Meet  Vessels 

pages  30-41 


.  . 
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Briefing  3 

Tsunkatse 

pages  74-81 


We  take  a  look  at 
that  broadcast  fights  to  billions 


•  Tsunkatse 

An  expose  of  this  brutal  sport. 


•  Tsunkatse  Vessel 

Details  of  a  roaming  fortress. 

•  Tsunkatse  Vessel:  Blueprints 

Technical  drawings  of  this  huge  ship. 


70  From  The  Wormhole 

Robert  Justman  looks  back  with  fondness 
over  his  days  as  a  producer  on  STAR  TREK, 
but  finds  he  has  a  few  apologies  to  make. 


Robert  Justman  recalls  how  he  put  his 
heart  and  soul  into  his  work  on  STAR  TREK. 


David  Ogden  Stiers  talks  about  his  guest¬ 
starring  role  as  Dr.  Timicin  in  ‘Half  a  Life.  ’ 


82  David  Ogden  Stiers 

We  caught  up  with  David  Ogden  Stiers  to 
ask  him  about  his  experiences  on  the  set  of 
STAR  TREK:  THE  NEXT  GENERATION. 

84  Production  Design: 

Locations,  sets,  and  starships 

The  head  of  STAR  TREK’s  art  department, 
Richard  James,  casts  his  mind  back  to  the 
work  his  team  did  during  the  fourth  season. 

90  Season  Four  Makeup 

Makeup  supremo  Michael  Westmore  reveals 
how  the  look  for  a  whole  host  of  aliens  in 
the  fourth  season  came  about. 

102  Ronald  D.  Moore 

Writer  Ronald  D.  Moore  discusses  his 
contributions  to  the  fourth  season. 


110  Readers’  Pages 

Find  out  what  your  fellow  readers  have  been 
writing  to  us  about. 


Ronald  D.  Moore  talks  about  the  Klingon 
story  arc  in  the  fourth  season  of  TNG. 


Briefing  4 

KajWinn 

pages  96-101 


A  profile  of  the  scheming  Kai  Winn  and 
her  all-consuming  greed  for  power. 

•  Kai  Winn 


112  STAR  TREK  Stories: 

The  changing  face  of  Spot 

How  Data’s  feline  pet  Spot  has  not  only 
changed  breeds  but  also  its  sex. 


We  turn  up  one  or  two  worrying 
discrepancies  about  Data’s  cat ,  Spot. 


ENTERPRISE  returns 


Matt  Jefferies'  hospital  gift 


Chase  Masterson  stars  on  Sci-Fi  Channel 


September  18  sees  the  launch  of 
ENTERPRISE'S  second  season.  Executive 
producer  Brannon  Braga  has  promised 

that  we’ll  see 
another  of  STAR 
TREK’s  most 
popular  adver¬ 
saries,  the 
Romulans; 
weapons  officer 
Malcolm  Reed  will 
feature  heavily  in 
an  early  show; 
and  we’ll  also  be 
meeting  one  of 
T’Pol’s  ancestors. 


ENTERPRISE  wins 
Emmy  nominations 

ENTERPRISE’S  first  season  received  four 
craft  nominations  for  this  year’s  Emmy 
awards.  ‘Broken  Bow’  and  ‘Breaking  the 
Ice’  were  nominated  for  their  visual 
effects;  the  teams  were  headed  by  Dan 
Curry  and  David  Stipes  respectively. 

Michael  Westmore  and  his  team,  plus 
the  show’s  sound  editors,  were  also 
nominated  in  the  relevant  categories 
for  their  work  on  ‘Broken  Bow,’  and  the 
penultimate  show  of  the  season,  ‘Two 
Days  and  Two  Nights,’  was  nominated 
for  its  hairstyling.  The  awards  will  be 
presented  on  Saturday,  September  14. 


Terry  Farrell  movie  role 

Former  STAR  TREK:  DEEP  SPACE  NINE  and  ‘Becker’  star  Terry 
Farrell  is  signed  to  play  the  wife  of  actor  Jackie  Gleason  in  a  CBS 
biopic,  ‘The  Great  One,’  to  air  in  late  2002/early  2003.  Gleason 
will  be  played  by  Brad  Garrett  from  ‘Everybody  Loves  Raymond’; 
the  movie  also  features  Saul  Rubinek,  who  guested  as  Kivas  Fajo 
in  STAR  TREK:  THE  NEXT  GENERATION’S  ‘The  Most  Toys’  and 
played  Daphne’s  fiance  Donny  in  NBC’s  ‘Frasier.’ 


STAR  TREK:  DEEP  SPACE 
NINE’S  Chase  Masterson 
will  star  with  Bruce 
Campbell  (of  ‘Evil  Dead’ 
fame)  in  the  TV  movie 
‘Terminal  Invasion,’  to  be 
aired  on  the  Sci-Fi  Channel 
on  September  14.  Chase 
plays  a  spunky  female  pilot 
who  joins  forces  with  a 
convicted  murderer 
(Campbell)  to  battle  aliens 
who  are  trying  to  enslave 
the  human  race. 


On  July  13  the  Motion  Picture  Country 
Home  and  Hospital  celebrated  a  sizable 
donation  from  STAR  TREK  designer  Matt 
Jefferies,  dedicating  their  rehab  unit  to 
Matt  and  his  wife  Mary  Ann.  An  informal 
ceremony,  with  speeches  by  STAR  TREK 
producer  Herb  Solow  and  the  Motion 
Picture  &  Television  Fund’s  CEO,  Dr.  David 
Tillman,  was  followed  by  a  reception  for 
Matt,  Mary  Ann,  and  a  group  of  friends  and 
family,  among  them  Matt’s  brother,  art 
director  John  Jefferies,  and  former  STAR 
TREK  production  designers  Joseph 
Jennings  and  Harold  Michelson. 


Thunderbirds 
are  go ... 

Jonathan  Frakes  has  been 
signed  to  direct  a  live-action 
‘Thunderbirds’  movie  for 
Universal  Pictures.  Set  for 
release  in  2004,  the  film  is 
expected  to  feature  major 
stars,  who  are  yet  to  be 
announced.  Jonathan’s 
precious  feature,  ‘Clockstoppers,’ 
was  a  major  hit  earlier  this  year. 


Chase 
Masterson 
can  be  seen 
on  the  Sci-Fi 
Channel  on 
Saturday, 
September 
14. 


Bruce 
Campbell 
costars  with 
Chase  in 
‘Terminal 
Invasion.’ 


Matt  and  Mary  Ann  Jefferies  with  Dr.  David  Tillman. 


THE 

MATE  &  MARY  ANN  |EHERIES 
REHAB  UNtt 


News  in  Brief 


•  Jeri  Ryan,  now  starring 
in  Boston  Public,  has  been 
appointed  to  the  executive 
committee  of  the  Academy 
of  Television  Arts  and 
Sciences. 

•  Leonard  Nimoy  has 
continued  his  charitable 
work  with  a  $1  million 
donation  to  the  Museum 
of  Contemporary  Arts  in 
Los  Angeles. 


WEB  ADDRESS 


Check  us  out 
online  at 

www.stmagazine.com 
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With  STAR  TREK  NEMESIS 
only  a  few  months  away  from 
release,  we  bring  you  a 
selection  of  the  photos  that 
are  now  available  ... 
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STAR  TREK:  DEEP  SPACE  NINE 
Twilight 

David  R.  George  III 
Pocket  Books,  paperback 
ISBN:0-7-434-4560-0 


STAR  TREK:  DEEP  SPACE  NINE 
This  Gray  Spirit 

Heather  Jarman 
Pocket  Books,  paperback 
ISBN:  0-7-434-4562-7 


Conventions 


Several  licensed  STAR 


TREK  conventions  are 
scheduled  to  take  place 
in  September,  including: 

Slanted  Fedora 
Entertainment 

September  6-8;  Las  Vegas,  NV 
Guests  include  Jolene  Blalock, 
William  Shatner,  Avery  Brooks, 
Connor  Trinneer,  Ricardo 
Montalban,  Alice  Krige 

Creation 

Entertainment 

September  27-29;  Pasadena,  CA 
Guests  include  Brent  Spiner, 
Jonathan  Frakes,  Marina  Sirtis, 
Michael  Dorn,  Gates  McFadden, 
Wil  Wheaton,  John  Logan 

For  more  information  visit  www.startrek.com. 

All  guests  are  subject  to  confirmation.  This  infor¬ 


STAR  TREK: 

VOYAGER  VHS 

Five  episodes  of  STAR  TREK:  VOYAGER  are 
released  on  VHS  this  September.  In  ‘Blood 
Fever’  Vorik  infects  B’Elanna  Torres  with 
the  Pon  farr.  Captain  Janeway  repeatedly 
faces  her  own  death  in  ‘Coda.’  Chakotay 
encounters  a  group  of  renegade  Borg  in 
‘Unity.’  Tuvok  and  Neelix  become  stranded 
on  an  endangered  planet  in  ‘Rise,’  and  in 
‘Darkling’  the  Doctor  tries  to  improve  his 
programming,  with  dire  results. 


STAR  TREK:  THE  NEXT  GENERATION  Season  Four  DVD  Box  Set 

Paramount  Home  Entertainment  are  scheduled  to  release  the  fourth  season  of  STAR  TREK:  THE  NEXT 
GENERATION  on  DVD  on  September  3,  2002.  The  box  set  consists  of  26  episodes,  and  extra  features 
including  a  look  at  the  challenges  of  shooting  the  effects-packed  episode  The  Best  of  Both  Worlds.’ 


mation  is  correct  at  the  time  of  going  to  press. 
STAR  TREK:  The  Magazine  and  Paramount 
Pictures  are  not  responsible  for  any  losses 
arising  from  changes  in  the  planned  program. 
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"Directing  became  for  me 
very  much  a  highlight" 

As  STAR  TREK:  THE  NEXT  GENERATION  celebrates  its  15th  anniversary, 
the  star  of  the  show  talks  to  us  about  his  five  directing  stints  and  discusses 
his  production  company’s  exciting  projects. 


Fresh  from  the  triumph  of  his  TV  movie  ‘King 
of  Texas,’  aired  on  TNT  in  June,  Patrick 
Stewart  is  now  reprising  his  role  as  Professor 
Xavier  in  ‘X-Men  IT  and  spoke  to  us  from  Van¬ 
couver,  where  he’s  been  staying  during  filming. 
Patrick  joined  the  ranks  of  STAR  TREK’S  directors 
at  the  end  of  Season  Four,  when  he  helmed  ‘In 
Theory,’  the  charming  show  in  which  Data  tried 
to  enter  into  a  romantic  relationship  with  Lt.  Jenna 
D’Sora.  Patrick  recalls,  “Marvin  Rush,  our  director  of 
photography,  had  talked  to  me  about  the  possibility 
of  directing.  It  was  not  something  that  I  had  consid¬ 
ered,  but  Jonathan  Frakes  had  already  done  two  or 
three  episodes;  the  first  one  -  ‘The  Offspring’  - 
remains,  I  think,  my  favorite  of  the  whole  series. 

Persuading  the  producers 

“It  was  necessary,  of  course,  to  convince  Rick 
Berman  that  he  was  not  jeopardizing  the  series  by 
handing  an  episode  over  to  an  unqualified  actor,  but, 
as  with  Jonathan,  I  think  they  were  persuaded  that 
I  had  done  enough  study  and  had  tried  to  investigate 
as  much  as  possible  the  different  aspects  of  directing 
episodic  television.  I  was  fortunate  to  get  a  very  inter¬ 
esting  episode  -  in  fact,  a  marvelous  episode  -  first 
time  off,  in  which  a  young  woman  on  the  ship  falls 


in  love  with  Data  and  he  attempts  to  program  himself 
into  a  romantic  relationship.  I  was  especially  fortu¬ 
nate,  of  course,  to  have  Brent  in  the  leading  role 
because  he’s  a  superb  actor  and  brought  so  much 
richness  and  humor  to  it.  And,  of  course,  the  guest 
performance  [Michele  Scarabelli  as  Jenna  D’Sora] 
was  really  marvelous.” 

Crew  support 

Despite  having  based  his  career  in  the  theater, 
Patrick  was  confident  that  TV  directing  would  be 
creatively  satisfying.  He  says,  “I  had  not  actually 
directed  a  full-scale  theater  production;  I  had  done 
all  kinds  of  studio  work  and  workshops,  but  the  first 
time  I  formally  directed  anything  was  in  fact  this 
episode.  But  I’d  done  a  lot  of  teaching  and  master¬ 
classes  and  working  with  actors  in  different  ways,  so 
I  felt  comfortable  with  that  aspect  of  it.  It  was  the 
technical  side  that  I  was  a  little  anxious  about,  but, 
with  the  terrific  support  of  the  director  of  photogra¬ 
phy  and  my  first  assistant  director,  it  proved  to  be 
nothing  but  an  absolutely  delightful  experience. 

“I  did  find  it  exhausting;  I  remember  leaving  the 
studio  after  that  first  day  on  the  set,  not  sure  if  I 
would  make  it  to  my  car!  I’d  asked  a  director  if  he 
had  a  piece  of  advice  for  me,  and  he  had  said,  ‘Only 
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Interview 


Patrick  Stewart  made 
his  directing  debut 
in  the  fourth  season , 
and  went  on  to  helm 
another  four  shows. 


Patrick  says  he  was  fortunate  to  have  Brent  Spiner  as  the  lead  actor  in  the  first  show  he 
directed,  ‘In  Theory,  ’  the  story  of  a  failed  romance  for  the  android  and  Lt.  Jenna  D'Sora. 


Successful  day 

“And  the  very  last  shot  of  that  day  -  and 
this  was  summer  -  was  a  closeup  of  Brent 
looking  out  from  behind  the  door,  which  was 
shot  in  total  darkness  and  lit  in  such  a  way 
that  it  looked  as  though  it  was  still  daylight! 
And  sometimes  I  had  three  cameras  rolling;  I 
had  two  cameras  on  the  set,  and  the  third 
camera  that  was  just  rushing  around  the  west¬ 
ern  town  trying  to  pick  up  shots  wherever  they 
could.  At  the  end  of  the  day  there  was  one 
shot  of  horses  that  I  failed  to  get,  but,  other 
than  that,  we  made  the  day!” 

‘Phantasms,’  in  the  final  year,  also  had  its 
challenges,  and  never  quite  lived  up  to  expec¬ 
tations.  “It  was  difficult,”  agrees  Patrick.  “The 
script  wasn’t  quite  right  when  we  started,  and 
we  were  making  it  up  as  we  went  along,  in 


one  thing:  wear  comfortable  shoes!’  But  as 
I  went  on  to  do  more  episodes  it  became  for 
me  very  much  a  highlight  in  the  last  years  of 
the  series,  and  something  that  kept  my  cre¬ 
ative  juices  flowing  and  my  enthusiasm  up, 
knowing  that  there  would  be  an  episode 
coming  up  in  time.” 


up  on  westerns,  so  it  was  a  genre  that  I  was 
more  than  familiar  with.” 

Location  work  is  rare  in  STAR  TREK,  but 
Patrick  was  able  to  get  off  the  lot  for  this 
show.  He  recalls,  “I  think  perhaps  my  most 
exciting  day  in  seven  years  was  the  day  that 


we  spent  in  the  western  town  at  Warner 
Brothers’  backlot,  filming  the  exteriors.  I 
remember  the  first  assistant  director  said  to 
me  the  evening  before,  ‘Patrick,  your  day  is 
not  makeable’  -  that  means  they  have  given 
you  more  to  shoot  than  you  can  possibly  do  in 
the  time  available;  you  can’t  make  your  day. 
Well,  I  was  determined  to  make  it!  We  got 
there  early,  and  I  held  my  first  rehearsal  and 
setup  in  the  dark,  determined  that  even  before 
the  sun  came  up  -  as  soon  as  there  was 
enough  light;  as  soon  as  the  DP  told  me  that 
he  could  get  something  on  film  -  we’d  start 
rolling. 


Other  directing  stints 

The  next  show  Patrick  directed  was 
the  following  season’s  ‘Hero  Worship.’  “I 
thought  that  was  a  successful  episode,  and 
it  was  very  good  to  work  with  that  child,” 
he  says.  Then  came  the  popular  western- 
themed  ‘A  Fistful  of  Datas’  in  the  sixth  year, 
and,  in  the  final  season,  ‘Phantasms’  and 
‘Preemptive  Strike.’ 

Asked  to  name  a  favorite,  Patrick  says, 

“I  suppose  I  probably  have  the  strongest 
feelings  about  the  very  first  one,  because 
everything  was  new  to  me  and  every  single 
hour  on  the  set  was  a  challenge.  I  was  very 
lucky  that  the  western  episode  fell  to  me, 
because  all  of  us  had  heard  that  there  was 
a  western  in  development,  and,  of  course, 
everybody  wanted  to  be  the  director  to  get 
it.  But  my  name  was  put  down  opposite  a 
number  and  it  just  happened  that  this 
episode  was  the  number!  It  was  pure  chance 
that  the  Brit  was  the  one  who  got  to  direct 
it.  It  also  worked  out  that  Captain  Picard 
had  very  little  to  do  in  that  show,  which  is 
always  an  advantage,  and  I’d  been  brought 
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Interview 


In  ‘Hero  Worship’ 
Data  starred  once 
more;  he  befriended 
a  young  boy  who  had 
witnessed  the  death 
of  his  parents. 


some  respects.  There  was  this  one  particular 
huge  problem  of  Troi  appearing  to  be  a  very 
large  iced  cake;  we  had  to  cut  into  the  cake  as 
if  we  were  cutting  into  her,  and  it  was  techni¬ 
cally  very  difficult  to  achieve.  I  remember  that 
when  I  looked  at  what  I'd  got  I  knew  it  wasn’t 
right  —  it  wasn’t  going  to  work  -  and  so  it  had 
to  be  redone,  and  then  we  had  to  fix  things. 
Also  -  and  this  was  rare  in  our  series  -  I  think 
we  went  back  and  picked  up  a  couple  of  shots 
after  we’d  moved  on  to  another  episode, 
because  it  just  didn’t  work  out.  That  was  the 
hardest  one  of  all;  it  was  a  frustrating 
episode.” 


High  spirits 

Patrick’s  last  show,  ‘Preemptive  Strike,’ 
came  right  before  the  season  finale  and 
featured  Michelle  Forbes  as  Ensign  Ro.  “I 
loved  directing  Michelle,”  he  says.  “She’s  a 
marvelous  actress,  and  1  was  lucky  to  have 
some  good  scenes  to  play  with  her  as  well.  ’ 

He  also  remembers  some  torment  handed  out 
by  two  of  his  castmates.  “There  was  an  after¬ 
noon  when  Brent  and  Michael  Dorn  were  due 
to  finish  early,  and  so  they  set  about  giving  me 
a  bad  time.  They  were  fooling  around  on  the 
set  and  they  were  being  very  funny  as  far  as 
the  set  was  concerned,  but  I  had  a  huge  day 
that  day,  which  was  to  conclude  with  a  big 
two-hander  scene  with  myself  and  Michelle. 


I  was  desperate  to  get  through  the  day  and  get 
to  this  big  last  scene,  and  all  they  wanted  to 
do  was  to  have  fun!  The  way  they  messed  with 
me  that  day  has  become  a  notorious  memory. 
And  then,  just  after  I  got  control  of  the  set 
and  calmed  them  down  and  they’d  agreed  to 
do  some  work,  Wendy  Neuss  —  who  is  now 
Wendy  Neuss-Stewart,  my  wife  —  wandered 
onto  the  set  to  see  how  things  were  going,  and 
they  started  all  over  again  in  order  to  enter¬ 
tain  her!  They  know  I’ve  never  really  forgiven 
them  for  screwing  with  me  that  day.  And  of 
course  at  that  time  neither  of  them  had  ever 
directed.  I  think  it  would  be  a  different  matter 
now  with  Michael  Dorn.” 

The  cast  had,  apparently,  been  content  to 
let  Patrick  do  his  job  during  his  first  directing 
gig.  “They  were  fantastic  on  the  first  episode. 
Of  course,  we  all  teased  one  another;  it  was 
very  much  the  nature  of  our  show.  I  do 
remember  that  when  we  were  shooting 
GENERATIONS  David  Carson  came  on  the 
set  the  first  day,  and  there  was  myself,  LeVar, 
Jonathan,  and  Gates,  who  had  all  directed 
episodes,  and  we  all  set  about  telling  him 
how  he  should  shoot  the  first  scene!  That 
kind  of  teasing  was  always  a  part  of  the  show. 
Jonathan  has  never  let  me  forget  that  there 
was  one  episode  I  directed  when  we  were  in 
engineering,  and  because  at  one  point  I  was 
having  very  real  difficulty  getting  a  shot  I 
asked  him  if  he  could  kneel  down,  which, 
because  he  was  a  director  too,  he  agreed  to 
do,  even  though  he  had  absolutely  no  motiva¬ 
tion  for  kneeling  down  at  all!” 

‘King  of  Texas’ 

Since  the  end  of  TNG,  directing  has  been 
on  the  back  burner  for  Patrick;  his  company 
Flying  Freehold  Productions  has  kept  him 
busy  as  an  executive  producer  and  actor.  We 
saw  him  on  screen  as  John  Lear  in  TNT’s 
movie  ‘King  of  Texas,’  for  which  he  received 
rave  reviews.  “We  were  tremendously  pleased 
with  it,”  he  says.  “It  was  the  first  project  that 
my  company  actually  brought  to  the  screen, 
although  we  have  many  projects  in  develop¬ 
ment.  This  one  started  out  as  ‘I  wonder  if  this 
would  work’;  I  pitched  the  idea  to  Robert 
Halmi,  Sr.  at  Hallmark  Entertainment  literally 
in  one  sentence  -  ‘Shakespeare’s  ‘King  Lear,’ 
set  in  Texas’  -  and  then  set  about  seeing  if 
we  could  create  a  workable  script  around  it. 
Every  step  of  the  way,  Wendy  and  I  were  very, 
very  closely  involved  in  the  development  of 
the  script  and  in  each  draft,  and  in  choosing 
a  director,  casting  it,  and  in  the  design;  I  even 
went  on  location  scouts  to  Mexico. 

“Originally,  I  had  not  been  developing 
this  for  me  to  act  in;  I  had  actually  kind  of 


I  tkink  perkaps  my 
most  exciting  clay  in 
seven  years  was  tke 
day  tkat  we  spent  in 
tke  western  town  at 
tke  Warner  Brotkers 
backlot,  filming  tke 
exteriors  ... 


penciled  my  name  in  for  the  role  that  was 
eventually  played  by  Colm  Meaney  [as  the 
husband  of  Lear’s  oldest  daughter] ,  but  I 
was  finally  talked  into  it  by  Wendy  and  the 
people  at  TNT  and  Robert  Halmi.  I  rather 
reluctantly  agreed  to  do  it,  thinking  that 
playing  a  Texas  rancher  was  perhaps  a  bit 
of  a  stretch  for  me,  but  I  have  to  say  it 
proved  to  be  one  of  the  most  enjoyable  and 
exciting  action  challenges  that  I’ve  had.” 

The  shoot  itself  was  also  a  challenge.  “It 


Patrick  was  delighted  to  get  ‘A  Fistful 
of  Datas’  in  Season  Five ,  a  holodeck 
romp  with  a  western  theme. 


Interview 


A  favorite  experience  for  Patrick  was  the  day  the  company  spent  ‘Phantasms’  in  the  final  season  contained  the  famous  Troi  cake 
on  the  Warner  Brothers’  western  backlot  for  ‘A  Fistful  of  Datas’;  scene;  it  caused  production  problems ,  and  Patrick  remembers 
he  had  a  great  deal  to  accomplish,  but  managed  to  ‘make  his  day.  ’  the  episode  in  general  as  being  “frustrating.  ” 


was  a  real  baptism  of  fire  for  Wendy  and 
me,”  Patrick  remembers.  “We  were  not 
absolute  greenhorns;  I’ve  been  in  plenty  of 
movies  and  Wendy  has  been  a  producer  for 
years,  but  we  were  shooting  in  a  foreign 
country  and  we  were  shooting  in  physical 
conditions  that  were  sometimes  quite  diffi¬ 
cult.  We  had  problems  with  the  weather;  for 
the  first  three  weeks  we  had  rain  mid-after- 
noon  almost  every  day,  and  then  for  the  last 


three  weeks  we  got  these  terrific  winds  that 
used  to  blow  up,  so  matching  shots  was  hard. 
There  is  actually  one  shot  in  the  movie  where 
from  one  angle  the  wind  is  blowing,  and  from 
another  angle  it  isn’t  blowing  at  all! 

“Perhaps  one  of  the  biggest  problems  we 
had  was  with  the  gunpowder,  which  was  not 
very  effective,  and  there’s  a  lot  of  shooting  in 
this  film!  We  had  a  lot  of  holdups  because  we 
were  using  old  powder-and-ball  firearms,  not 


Toward  the  end  of  the  final  season,  ‘Preemptive  Strike’  saw  the  return  of  Ensign  Ro,  and 
conflict  with  the  Maquis.  Patrick  relished  the  powerful  scene  between  Ro  and  Picard. 


repeating  firearms,  so  we  actually  had  to  put 
powder  in  them  every  time  and  then  pull  the 
trigger.  They  were  flintlock  devices,  and  they 
would  only  work  about  one  time  in  three,  so 
that  became  quite  a  holdup  for  us.  But  we  had 
a  wonderfully  patient  and  creative  director  in 
Uli  Edel  and,  the  most  significant  thing  of  all, 
an  extraordinary  group  of  actors  who  not 
only  brought  even  more  to  their  roles  and 
to  the  script  than  I  had  thought  possible  but 
were  terrifically  professional,  and  supportive 
of  Wendy  and  me.  They  were  wonderfully 
loyal;  they  soldiered  on  sometimes,  as  I  said, 
in  very  difficult  conditions,  and  it  made  me 
very  proud  to  be  an  actor,  because  I  saw  from 
the  producer’s  point  of  view  what  a  difference 
it  makes  when  actors  make  a  complete  com¬ 
mitment  to  a  project.  It  was  critically  well 
received,  and  the  numbers  were  very  gratify¬ 
ing,  given  that  we  had  the  bad  luck  to  go  out 
opposite  the  Tonys  that  same  night!” 

‘The  Lion  in  Winter’ 

Another  classic  work,  ‘The  Lion  in  Winter,’ 
is  the  subject  of  a  TV  movie  for  Showtime, 
which  Patrick  is  greatly  looking  forward 
to.  “We  shall  all  assemble  in  Budapest  imme¬ 
diately  in  the  New  Year  -  the  first  week  of 
January  -  and  we’ve  set  aside  about  1 0  days 
for  rehearsal  on  the  set  in  the  location,  which 
is  very  important  because  this  is  an  acting 
script.  It’s  all  in  the  performances.  There’s  not 
a  lot  of  action;  there  are  no  special  effects;  it’s 
all  about  character  and  relationship.  So  we 
will  have  a  good  period  of  time  of  rehearsals, 
and,  although  so  far  Glenn  Close  and  I  are 
the  only  actors  who  are  cast,  of  course,  the 
casting  of  the  three  sons  and  of  the  King  of 
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Interview 


I  nave  a  project  for  Broadway,  which  would  he 
for  the  1  ate  autumn  of  2003  ...  it  s  a  revival  of  an 
En^lisk  play,  and  I  m  very  excited  about  it. 


France  is  terrifically  important,  and  all  that 
will  be  getting  under  way  next  month.” 

Patrick  agrees  that  the  acclaimed  cinema 
movie  of  the  same  name,  starring  Peter 
O’Toole  and  Katharine  Hepburn,  is  difficult 
to  compete  with.  He  admits,  “We’ve  got  a 
terrifically  hard  act  to  follow,  and  we’re  all 
very  much  aware  we’re  making  ourselves  vul¬ 
nerable  in  choosing  to  remake  this  film,  but 
there  is  of  course  an  audience  out  there  who 
know  nothing  about  ‘The  Lion  in  Winter.’  We 
are,  by  the  way,  going  to  be  shooting  exactly 
the  same  script  that  was  shot  in  the  film  -  the 
James  Goldman  script  -  and  it’s  going  to  be 
identical  in  terms  of  the  dialogue. 

Future  projects 

“And  we  have  another  project,  an  updating 
of  the  classic  Faust  legend,  which  is  in  devel¬ 
opment;  that’s  with  Hallmark  Entertainment, 
who  have  become  very,  very  close  partners  of 
ours.  And  Robert  Halmi,  Sr.  has,  since  I  first 
worked  with  him  on  ‘Moby  Dick’  nearly  five 
years  ago,  become  a  close  friend  as  well  as  a 
partner.” 


Also  on  the  horizon  are  a  couple  of  projects 
that  will  see  return  Patrick  to  his  first  love,  the 
theater.  “I’m  developing  a  new  adaptation  of 
a  classic  European  play  which  Fm  going  to  be 
doing  on  stage  in  London,  probably  opening 
some  time  at  the  end  of  April  or  May  of  next 
year;  that’ll  come  right  after  ‘The  Lion  in 
Winter.’  Unfortunately,  I  can’t  talk  about  it 
because  we  haven’t  yet  announced  formally 
what  we’re  doing.  And  when  that  run  is  over  — 
we’re  hoping  it  will  have  a  reasonable  run  in 
the  West  End  —  I  have  a  project  for  Broadway, 
which  would  be  for  the  late  autumn  of  2003; 
again  I  can’t  talk  about,  but  it’s  a  revival  of  an 
English  play  and  Fm  very  excited  about  it.” 

It  seems  that  Patrick  will  be  busy  until  the 
end  of  next  year  at  least,  but  for  now  he  is 
content  to  be  reunited  with  the  ‘X-Men’  team. 
“X-Men  II’  is  marvelous,”  he  says.  “I’ve  spent 
the  first  part  of  this  week  working  with  my 
old  friend  and  colleague  Ian  McKellen.  I  feel 
extraordinarily  blessed.  I’ve  had  the  good  for¬ 
tune  to  land  in  a  franchise  like  STAR  TREK 
with  very  creative  people  and  marvelous 
actors  whom  I  also  like  a  lot,  and,  at  a  point 


In  ‘King  of  Texas/  based  on  Shake¬ 
speare’s  ‘King  Lear/  Patrick  played  the 
patriarchal  rancher  John  Lear \  whose 
autocratic  ways  led  to  tragedy. 

at  which  it  seems  likely  that  STAR  TREK— 
or  at  least  THE  NEXT  GENERATION  -  is 
probably  about  to  hang  up  its  spacesuit  for 
ever,  I’ve  been  introduced  to  another  fran¬ 
chise  in  the  shape  of  ‘X-Men,’  with  mar¬ 
velous  writers,  the  director  Brya.n  Singer, 
and  again  an  extraordinarily  talented  and 
tremendously  likable  cast  of  actors.  I’m 
having  the  most  wonderful  time.” 


The  X-Men  return  in 
‘X-Men  2/  directed 
again  by  Bryan  Singer 
and  starring  Patrick 
as  Professor  Xavier. 


Feature 


The  Fourth  Season 


STAR  TREK:  THE  NEXT  GENERATION  entered  its  fourth  season  on  a  high; 
in  the  previous  year  it  had  finally  established  itself,  and  now  it  was  ready  to  build 
on  its  foundations  and  become  everything  its  creators  had  hoped  it  would  be. 


omething  extraordinary  happened 
between  STAR  TREK:  THE  NEXT 
GENERATION’S  third  and  fourth 
seasons;  the  audiences  that  had  been 
drawn  in  by  the  clifihanger  ending  to 
‘The  Best  of  Both  Worlds,  Part  I’  stayed  with 
the  show,  and,  as  they  watched  the  reruns 
over  the  summer,  they  realized  that  TNG  had 
come  into  its  own;  the  characters  had  grown, 
and  the  writing  had  become  consistently 
compelling.  The  clifihanger  had  also  created 
a  sense  of  expectation,  and  a  substantial  audi¬ 
ence  tuned  in  to  see  how  it  was  resolved. 

Deciding  exactly  how  the  crew  of  the 


USX.  Enterprise  NCC-1 70 1-D  would  defeat  the 
Borg  was  executive  producer-writer  Michael 
Piller’s  first  task.  He  freely  admits  that  when 
he  returned  to  his  office  he  had  no  idea  how 
to  end  his  story.  “When  I  wrote  the  first  half  I 
really  wasn’t  planning  on  coming  back  to  the 
show.  I  thought,  ‘My  job  is  to  write  a  really 
great  clifihanger  here,  and  it’s  somebody  else’s 
job  to  work  out  how  to  wrap  it  up.’  But  Gene 
Roddenberry  came  in  and  persuaded  me  to 
come  back,  so  I  had  to  confront  the  issue. 

“I  made  a  structure  for  the  story  I  wanted 
to  tell,  and  started  writing  it,  but  it  wasn’t  until 
I  actually  got  to  the  scene  where  I  had  written 


‘The  crew  figures  out  how  to  beat  the  Borg’ 
that  I  realized  how  to  do  it.  What  happens 
when  you  are  really  involved  with  your  char¬ 
acters  and  you  are  letting  them  talk  is  that 
they  become  collaborators,  in  a  sense.  So  I 
was  one  of  a  group  of  people  who  were 
working  on  the  problem;  I  worked  on  it  with 
Data,  and  Riker,  and  Guinan,  and  the  whole 
group.  How  to  defeat  the  Borg  became  clear 
to  me  in  the  very  moment  that  it  became 
clear  to  them.  The  hive  mentality  that  was  its 
strength  was  also  its  weakness.  It  was  almost 
dictated  to  me  by  the  crew.  I  had  goosebumps 
when  I  felt  the  characters  say  what  they  said 
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about  the  hive  mentality.  There’s  no  other 
feeling  like  that  in  the  world.” 

Gene  was  particularly  keen  to  persuade 
Michael  to  return  because  he  felt  that  he  and 
Rick  Berman  understood  how  STAR  TREK 
worked  and,  by  this  point,  his  own  health 
was  too  poor  for  him  to  take  an  active  role. 

“I  think  Gene  was  really  moving  away,” 
Michael  says.  “His  health  was  disintegrating, 
and  I  think  he  was  much  less  involved  than 
he  had  been  in  the  third  season.” 

Picard’s  ordeal 

Confident  that  they  had  Gene’s  trust, 
Michael  and  Rick  started  to  push  the  show’s 
boundaries,  taking  risks  with  the  storytelling 
and  the  format  that  kept  the  series  fresh.  The 
season’s  second  show,  ‘Family,’  represented 
a  major  departure;  with  the  Borg  invasion 
resolved,  Michael  was  adamant  that  the  staff 
couldn’t  simply  ignore  what  had  happened  to 
Picard.  “I  thought  it  was  terribly  important 
not  to  dismiss  what  was  essentially  a  rape 
of  Picard  by  the  Borg.  We  had  so  many 
emotional  things  to  play  with  there.” 

At  first,  Rick  Berman  was  resistant  to  the 
idea  of  taking  Picard  back  to  Earth  to  recover. 
Although  TNG’s  first  two-part  story  had  been 
an  enormous  success,  he  did  not  want  the 
show  to  become  a  serial.  Until  now,  visiting 
Earth  had  been  strictly  off  limits,  and  he 
was  concerned  that  an  episode  that  focused 
entirely  on  Picard’s  rehabilitation  would 
lack  the  high  adventure  and  science  fiction 
concepts  that  were  TNG’s  trademarks. 

“That  was  quite  an  argument  I  recall 
having  with  Rick,”  Michael  says.  “Ultimately, 
there  was  a  compromise,  and  Rick  allowed  us 
to  do  it  only  if  there  was  a  space  story  on 
the  Enterprise  at  the  same  time  as  the  story 


on  Earth.  We  worked  very  hard  to  come  up 
with  something,  but  the  bottom  line  was  that, 
by  the  time  we  had  finished  with  it,  we’d  eaten 
away  at  the  space  story,  because  the  Picard 
story  was  so  good.” 

Once  the  Borg  storyline  was  resolved,  the 
series  returned  to  ‘normal.’  Michael  remem¬ 
bers  that  at  this  point  he  didn’t  feel  the  need 
to  make  any  radical  changes.  “I  felt  that  we 
had  found  the  right  rhythm  and  pulse  to  the 
series,  and  I  think  Rick  and  Gene  felt  the 
same  way.”  However,  as  always  seemed  to 
be  the  case,  only  two  writers  returned  from 
the  previous  season:  Michael  himself  and 
Ronald  D.  Moore.  Everyone  else  had  left, 
either  because  they  were  burned  out  or 
because  they  were  uncomfortable  with  the 
way  the  show  had  changed.  So,  Michael’s 
priority  was  to  recruit  a  new  staff  that  agreed 
with  his  philosophy  of  storytelling  and  his 
approach  to  the  show. 

The  process  wasn’t  completely  smooth, 

Lee  Sheldon  and  the  writing  team  of  David 
Bennett  Carren  and  J.  Larry  Carroll  spent 
only  brief  periods  on  the  staff  before  moving 
on.  But,  by  the  end  of  the  year,  Michael  was 
happy  with  the  staff  around  him.  Jeri  Taylor, 
who  he  says  brought  “emotional  under¬ 
standing”  and  a  female  point  of  view  to 
the  show,  joined  when  Lee  Sheldon  moved 
on;  Brannon  Braga  was  taken  on  as  an  intern; 
and  Joe  Menosky  won  a  staff  position  when 
Michael  asked  him  to  rewrite  ‘Clues’  during 
the  hiatus. 

As  Joe  explains,  ‘The  Best  of  Both  Worlds’ 
changed  STAR  TREK  in  ways  that  may  not 
have  been  obvious  to  the  casual  viewer. 

“‘The  Best  of  Both  Worlds’  pretty  much 
said  all  that  was  needed  to  say,  by  providing 
a  sort  of  stylistic  template.  The  staff  took  off 


In  ‘Family’  Captain  Picard  returned  to  his  family  home  in  Labarre,  France ,  on  Earth 
to  recuperate  from  the  experience  of  being  deprived  of  his  individuality  as  Locutus. 


STAR  TREK: 

THE  NEXT  GENERATION 
Season  Four 


Season  Four  opened  with  the  conclu¬ 
sion  to  ‘The  Best  of  Both  Worlds.  ’ 


The  Best  of  Both  Worlds, 
Part  II’ 

♦  Written  by  Michael  Piller 

♦  Directed  by  Cliff  Bole 

‘Family’ 

♦  Written  by  Ronald  D.  Moore 

♦  Directed  by  Les  Landau 

‘Brothers’ 

♦  Written  by  Rick  Berman 

♦  Directed  by  Robert  Bowman 

‘Suddenly  Human’ 

♦  Teleplay  by  John  Whelpley 
&  Jeri  Taylor 

♦  Story  by  Ralph  Phillips 

♦  Directed  by  Gabrielle  Beaumont 

‘Remember  Me’ 

♦  Written  by  Lee  Sheldon 

♦  Directed  by  Cliff  Bole 

‘Legacy’ 

♦  Written  by  Joe  Menosky 

♦  Directed  by  Robert  Scheerer 


Ishara  Yar,  Tasha’s  younger  sister, 
was  seen  in  the  episode  ‘Legacy.  ’ 


‘Reunion’ 

♦  Teleplay  by  Thomas  Perry 

&  Jo  Perry  and  Ronald  D.  Moore 
&  Brannon  Braga 

♦  From  a  story  by  Drew  Deighan 
and  Thomas  Perry  &  Jo  Perry 

♦  Directed  by  Jonathan  Frakes 

‘Future  Imperfect’ 

♦  Written  by  J.  Larry  Carroll 
&  David  Bennett  Carren 

♦  Directed  by  Les  Landau 


Commander  Riker  was  subjected  to  a 
series  of  illusions  in  ‘ Future  Imperfect.’ 


‘Final  Mission’ 


♦  Teleplay  by  Kacey  Arnold-lnce 
and  Jeri  Taylor 

♦  Story  by  Kacey  Arnold-lnce 

♦  Directed  by  Corey  Allen 


Ensign  Crusher  and  Captain  Picard 
were  stranded  in  ‘Final  Mission.  ’ 


‘The  Loss’ 


♦  Teleplay  by  Hilary  J.  Bader  and 
Alan  J.  Adler  &  Vanessa  Greene 

♦  Story  by  Hilary  J.  Bader 

♦  Directed  by  Chip  Chalmers 


from  that  example,  not  just  echoing  it  in  our 
own  stories  but  using  it  to  further  our  own 
individual  creative  agendas.  Look  at  Ron’s 
‘Tapestry,’ Jeri’s  ‘The  Host,’  Brannon’s 
‘Cause  and  Effect,’  and  my  own  ‘Darmok’ 

-  they  couldn’t  be  more  dissimilar.  Yet,  all  of 
those  episodes  reflected  both  the  sensibilities 
of  the  individual  writers  AND  the  expecta¬ 
tions  Michael  had  established  for  the  show. 
That’s  how  it  worked. 

“It’s  also  important  to  realize  that  a 
television  show  is  not  a  living,  breathing 
creature  on  some  kind  of  course  of  organic 
development.  The  notioir  that  a  show  is  born 
with  a  pilot,  takes  stumbling  steps  the  first 
couple  of  seasons,  then  finally  hits  its  stride  is 
a  misapplied  biological  metaphor  that 
obscures  what’s  really 
going  on.  Television  is 
put  together  by  a  bunch 
of  people,  and  most 
crucially,  it  is  written 
by  a  bunch  of  writers. 

Period.  And  writers 
generally  don’t  change 
how  they  write  from 
one  season  to  the  next. 

If  a  show  demonstrates 
a  radical  change  in 
its  storytelling  style, 
almost  invariably  it  is 
because  there  was  some 
shakeup  in  the  writing 
staff.  The  only  reason 
TNG  ‘hit  its  stride’  in  its 
fourth  season  is  because 
Michael  Piller  took  over 
the  writing.  Up  to  that 
point,  TNG  had  some 
good,  and  even  great,  individual  writers  who 
apparently  never  quite  came  together  as 
a  staff  with  a  clear  direction  for  the  show. 
Michael  did  two  things;  he  brought  a 
1980’s  sense  of  inwardness  and  depth  to 
Gene’s  iconic,  heroic,  basically  still  1 960’s 
style  characters;  and  he  hired  a  staff  that 
could  work  together  within  that  new  vision. 
That’s  why  the  fourth  season  is  typically 
seen  as  the  year  that  TNG  finally  broke  out 
and  turned  into  such  a  huge  creative  and 
commercial  success.  Because,  fortunately, 
that  new  vision  found  a  waiting  audience 
of  not  just  fans,  but  also,  at  long  last,  the 
general  public.” 

The  addition  of  Jeri  Taylor  to  the  writing 
staff  resulted  in  a  renewed  emphasis  on  the 
crew’s  female  members,  who  everyone  agreed 
had  been  somewhat  neglected  in  the  previous 
year.  One  of  the  rejected  B-stories  from 


‘Family’  actually  became  an  episode  in 
its  own  right.  In  ‘Remember  Me’  Beverly 
was  confronted  with  a  situation  where  crew 
members  kept  disappearing.  Later  in  the  year, 
in  ‘The  Host,’ Jeri  had  Beverly  fall  in  love 
with  the  alien  ambassador  Odan,  only  to 
discover  that  as  a  Trill  he  was  actually  two 
different  creatures.  And  Deanna  Troi  took 
center  stage  in  ‘The  Loss’  and  ‘Night  Terrors.’ 

Denied  empathy 

“‘The  Loss’  is  one  of  my  favorite  episodes 
of  all  time,”  says  Marina  Sirtis.  “Troi’s 
personality  was  tied  in  so  much  with  her 
empathy  that,  once  the  empathy  was  gone, 
it  was  like  the  core  of  her  personality  was 
gone.  That  was  really  the  first  time  that  a  lot 
of  Marina  came  out 
in  the  character.  Obvi¬ 
ously,  it  wasn’t  the  nice 
part  of  Marina,  but  it 
was  the  first  time  that  I 
felt  I  was  playing  more 
myself  than  I  was 
playing  a  character.  It 
was  very  freeing  to  be 
able  to  go  that  far,  and 
they  let  me  take  it 
a  long  way;  there’s 
always  a  danger  -  espe¬ 
cially  with  women  —  of 
them  being  unlikable, 
but  they  let  me  take  it 
as  far  as  I  could,  and 
I  really  enjoyed  that.” 

Although,  his  writing 
staff  was  very  strong, 
Michael  continued  to 
use  freelance  writers, 
and  TNG  veterans  Maurice  Hurley  and  Ira 
Steven  Behr  each  contributed  a  script.  The 
fourth  season  also  included  the  first  script 
penned  by  executive  producer  Rick  Berman. 
‘Brothers’  was  a  major  step  in  establishing  the 
series  mythology;  Data  finally  met  his  creator, 
Dr.  Noonien  Soong,  and  we  were  introduced 
to  his  emotion  chip,  which  later  proved  to 
be  so  important. 

The  show  was  a  tour  de  force  for  Brent  Spiner, 
who  played  three  roles  -  Data,  Dr.  Soong,  and 
Lore  -  and  for  the  show’s  VFX  team,  who 
had  to  make  them  all  appear  on  screen  at 
once.  At  one  point,  the  logistics  of  having 
Brent  play  all  three  characters  just  seemed 
too  difficult,  and  the  producers  considered 
casting  a  Chinese  actor  as  Dr.  Soong.  Ulti¬ 
mately,  however,  this  proved  unnecessary, 
and  the  problems  were  resolved  by  an 
unprecedented  three-day  rehearsal  period, 


Counselor  Troi  questioned  her  value 
as  a  Starfleet  officer  when  she  lost 
her  empathic  abilities  in  ‘The  Loss.  ’ 


In  ‘Reunion’  Worf  was  reunited  with  the  half-Klingon  K'Ehleyr,  and  the  two  worked  together 
aboard  the  U.S.S.  ENTERPRISE  NCC-1 701-D  to  avoid  a  Klingon  diplomatic  incident. 


when  director  Rob  Bowman,  VFX  supervisor 
Rob  Legato,  and  Brent  worked  out  all  three 
characters’  moves  in  detail. 

Later  that  year,  Rob  would  take  a  turn 
behind  the  camera  himself,  when  he  directed 
‘The  Nth  Degree,’  and  Rick  Berman’s  willing¬ 
ness  to  allow  more  and  more  members  of  his 
staff  to  take  a  shot  at  directing  is  one  of  the 
factors  that  marks  the  season  out.  Jonathan 
Frakes,  who  had  made  his  directorial  debut 
in  the  third  season,  directed  ‘Reunion’  and 
‘The  Drumhead.'  Fie  was  joined  by  another 
of  the  show’s  stars,  Patrick  Stewart,  who  took 
a  turn  behind  the  camera  with  ‘In  Theory.’ 
Editor  Tom  Benko  took  the  reins  for  ‘Devil’s 
Due,’  director  of  photography  Marvin  V 
Rush  directed  ‘The  Host,’  and  line  producer 
David  Livingston  made  his  directing  debut 
with  ‘The  Mind’s  Eye.’ 

Impressive  guests 

The  season  also  featured  some  particularly 
notable  guest  stars;  David  Ogden  Stiers,  best 
known  for  his  role  as  Charles  Winchester  III 
on  the  TV  series  M*A*S*H,  appeared  in  ‘Half 
a  Life’;  Bebe  Neuwirth  (Lilith  in  ‘Cheers’)  had 
a  role  in  ‘First  Contact’;  and  legendary  movie 
star  Jean  Simmons  played  Norah  Satie  in 
‘The  Drumhead.’  Michelle  Forbes,  who  would 
return  in  the  next  season  as  Ro  Laren,  had  a 
cameo  role,  and  Denise  Crosby  returned,  as 
the  as-yet  unidentified  Sela. 

During  the  year,  the  show  passed  a  number 
of  important  landmarks.  TNG’s  growing  audi¬ 
ence  figures  set  a  ratings  record  in  February, 
when  ‘Devil’s  Due’  won  the  series’  highest 
ratings  to  date.  The  original  STAR  TREK  was 
cancelled  after  only  79  episodes;  ‘Legacy’  was 
TJVG’s  80th  installment;  and  the  season  ender, 
‘Redemption,  Part  I’  was  its  100th.  Despite 
the  odds,  the  new  STAR  TREK  was  achieving 
things  that  had  been  beyond  its  predecessor. 

Behind  the  scenes,  the  production  team 
was  very  stable;  production  designer  Richard 
James,  costume  designer  Robert  Blackman, 


and  makeup  designer  and  supervisor  Michael 
Westmore  all  returned,  and  their  experience 
clearly  helped  to  make  the  show  run  smoothly. 

Although  Michael’s  agenda  was  principally 
to  ‘carry  on  telling  good  stories,’  he  did  make 
several  decisions  that  had  a  major  impact  on 
the  kind  of  stories  we  would  see.  Significantly, 
he  felt  that  the  show  needed  to  introduce 
us  to  new  aliens. 

New  dangers 

“We  did  feel  that  we  needed  to  dot  the  map 
with  more  alien  races.  I  don’t  think  there  was 
any  disagreement  about  it;  we  did  not  see  the 
Borg  being  a  continuing  factor,  even  after 
‘The  Best  of  Both  Worlds.’  By  that  time,  we 
had  done  a  lot  of  Romulan  stories,  we  had 
done  a  lot  of  Klingon  stories,  and  we  were 
worried  that  we  were  mining  those  races  over 
and  over  again  and  that  the  audiences  were 
going  to  want  to  see  something  new. 

“There  are  two  kinds  of  aliens  on  STAR 
TREK;  the  ones  who  are  passing  through,  and 
the  kind  we  are  going  to  keep  around.  I  think 
by  Season  Four  we  all  felt  that  we  needed 
another  race  that  were  going  to  provide  new 
and  continuing  threats.  That’s  how  the 
Cardassians  were  developed.  But,  for  a  show 
like  ‘Suddenly  Human,’  we  created  aliens 
based  on  the  story  needs  of  the  episode.” 

Occasionally,  aliens  that  were  created  for 
a  single  episode  were  so  successful  that  the 
producers  decided  to  bring  them  back.  A  good 
example  is  the  Trill,  who  were  introduced  in 
‘The  Host.’  The  producers  were  so  intrigued 
by  their  dual  nature  that  they  later  decided 
to  make  Dax  a  member  of  this  species. 

Michael  also  made  a  conscious  decision  to 
reuse  several  of  the  series’  more  popular  guest 
characters;  Lore,  the  Traveler,  K’Ehleyr,  Leah 
Brahms,  Minuet,  Vash,  and  Barclay  all  made 
appearances.  “That  was  a  plan,”  Michael 
nods.  “We’re  always  very  aware  of  the  fan 
base’s  interests,  and  there  were  so  many  inter¬ 
esting  characters  that  they  talked  about  and 


In  ‘Data’s  Day,’  Keiko  Ishikawa 
and  Miles  O’Brien  were  married. 


‘Data’s  Day’ 

♦  Teleplay  by  Harold  Apter 
and  Ronald  D.  Moore 

♦  Story  by  Harold  Apter 

♦  Directed  by  Robert  Wiemer 

‘The  Wounded’ 

♦  Teleplay  by  Jeri  Taylor 

♦  Story  by  Stuart  Charno 

&  Sara  Charno  and  Cy  Chermax 

♦  Directed  by  Chip  Chalmers 

‘Devil’s  Due’ 

♦  Teleplay  by  Philip  LaZebnik 

♦  Story  by  Philip  LaZebnik 
and  William  Douglas  Lansford 

♦  Directed  by  Tom  Benko 

‘Clues’ 

♦  Teleplay  by  Bruce  D.  Arthurs 
and  Joe  Menosky 

♦  Story  by  Bruce  D.  Arthurs 

♦  Directed  by  Les  Landau 

‘First  Contact’ 

♦  Teleplay  by  Dennis  Russell 
Bailey  &  David  Bischoff  and  Joe 
Menosky  &  Ronald  D.  Moore 

♦  Story  by  Marc  Scott  Zicree 

♦  Directed  by  Cliff  Bole 


The  Maicorian  Mirasta  boarded  a  star- 
ship  for  the  first  time  in  ‘First  Contact.  ’ 


In  ‘Galaxy’s  Child’  Geordi  La  Forge 
met  fellow  engineer  Dr.  Leah  Brahms. 


‘Galaxy’s  Child’ 

♦  Teleplay  by  Maurice  Hurley 

♦  Story  by  Thomas  Kartozian 

♦  Directed  by  Winrich  Kolbe 

‘Night  Terrors’ 

♦  Teleplay  by  Pamela  Douglas 
and  Jeri  Taylor 

♦  Story  by  Sheri  Goodhartz 

♦  Directed  by  Les  Landau 

identity  Crisis’ 

♦  Teleplay  by  Brannon  Braga 

♦  Story  by  Timothy  de  Haas 

♦  Directed  by  Winrich  Kolbe 

‘The  Nth  Degree’ 

♦  Written  by  Joe  Menosky 

♦  Directed  by  Robert  Legato 

‘QPid’ 

♦  Teleplay  by  Ira  Steven  Behr 

♦  Story  by  Randee  Russell 
and  Ira  Steven  Behr 

♦  Directed  by  Cliff  Bole 

‘The  Drumhead’ 

♦  Written  by  Jeri  Taylor 

♦  Directed  by  Jonathan  Frakes 


Crewman  Simon  Tarses  was  the  subject 
of  an  investigation  in  ‘The  Drumhead.  ’ 


loved  that  it  was  obviously  an  asset.  It  seemed 
like  a  good  place  to  start  with  developing 
some  stories;  we  could  revisit  some  of  the 
issues  that  they  had  brought  to  the  series, 
and  develop  them.” 

There  were  also  several  stories  that 
involved  the  crew’s  families;  Picard  resolved 
his  problems  with  his  brother,  Maurice; 
Wesley’s  father,  Jack  Crusher,  made  a  holo¬ 
graphic  appearance;  Data  met  his  ‘father’ 
in  ‘Brothers’;  the  crew  had  dealings  with 
Tasha  Yar’s  sister,  Ishara;  and  Worf  learned 
that  he  had  a  son.  This,  Michael  says,  was 
an  inevitable  consequence  of  his  interest  in 
characters;  if  you  want  to  know  who  some¬ 
body  is,  it  helps  to  see  where  they  come  from. 

Academy-bound 

The  family  of  characters  on  the  Enterprise 
was  disturbed  by  Wil  Wheaton’s  departure,  in 
‘Final  Mission.’  The  requirements  of  being  a 
series  regular  made  it  hard  for  him  to  pursue 
a  career  in  the  movies,  and  in  the  previous 
season  he  had  been  forced  to  turn  down  a  role 
he’d  been  offered  by  acclaimed  director  Milos 
Forman.  Although  he  announced  his  decision 
during  the  hiatus,  Wil  stayed  with  the  show 
until  the  1  Oth  episode,  when  the  writers  sent 
Wesley  to  Starfleet  Academy. 

Since  Wesley  would  return  in  future 
seasons,  Alichael  says  his  departure  didn’t 
have  as  much  effect  as  you  might  expect.  “We 
enjoyed  working  with  Wil,  and  Wesley  was 
a  great  character,  but  we  had  so  many  great 
characters.  Fie  was  one  of  the  family,  and  we 
always  felt  that  he  was  alive  and  off  camera 
somewhere.  The  bottom  line  is  that  I  don’t 
recall  it  really  having  a  big  impact  on  us.” 

Although  Michael  wasn’t  overly  disturbed 
by  Wesley’s  absence,  there  was  some 
discussion  about  creating 
a  replacement  character. 

There  were  two  reasons 
for  this;  first,  the  writers 
felt  that  they  needed 
a  strong  actor  to  sit  next 
to  Data  at  the  conn, 
and,  second,  they  were 
concerned  that  the 
series  needed  a  more 
aggressive  female  char¬ 
acter  to  fill  the  gap  left 
by  Tasha  Yar’s  demise 
nearly  three  years  earlier. 

Their  discussions  would 
eventually  lead  to  the 
creation  of  Ensign  Ro, 
who  made  her  debut 
the  following  year. 


Another  fourth-season  innovation  was 
an  ongoing  story  arc  that  saw  the  Klingon 
Empire  descend  into  civil  war.  The  storyline 
began  in  ‘Reunion,’  when  the  dying  Klingon 
Chancellor  K’mpec  summoned  Picard  and 
placed  him  in  charge  of  the  ceremonies  to 
select  the  new  Klingon  leader.  Since  one 
of  the  candidates  was  Duras,  the  story  was 
a  sequel  to  the  third  season’s  ‘Sins  of  the 
Father.  ’ 

There  had  been  an  arc  of  a  sort  in  the 
first  season  that  involved  the  ‘Conspiracy’ 
aliens,  but  that  had  come  about  purely  on 
an  episode-by-episode  basis.  This  time,  the 
staff  had  the  general  intention  of  creating 
an  ongoing  storyline,  but,  Michael  laughs, 
“You  cannot  even  begin  to  suggest  that 
there  was  a  plan.” 

The  story  of  the  Klingon  civil  war  was 
principally  driven  by  Ron  Moore,  who  had 
started  everything  off  in  the  previous  year’s 
‘Sins  of  the  Father.’  “The  truth  is,”  Michael 
says,  “Ron,  at  that  point  in  his  career,  could 
not  write  human  beings  worth  a  lick.  But  he 
was  the  best  Klingon  writer  we  had.  He  just 
understood  that  culture  and  society  and 
what  it  required,  and  he  built  that  like 
a  Shakespearian  drama.” 

Shocking  death 

One  of  the  major  steps  in  the  story  was 
K’Ehleyr’s  death  at  the  end  of  ‘Reunion.’ 
Although  Ron  wrote  the  episode,  Michael  says 
that  this  was  his  idea,  and  he  should  take  the 
heat  for  killing  such  a  popular  character. 

“I  think  one  of  the  things  about  television 
characters  is  that  they  have  to  be  vulnerable. 
The  audience  knows  that  they’re  not  going 
to  die,  but  I  think  you  can  wound  them  in 
a  variety  of  ways,  and  they  grow  as  the  result 
of  their  wounds.  I  also 
think  it’s  terribly  impor¬ 
tant  to  make  people 
feel  things  when  they 
watch  storytelling. 

That's  really  one  of 
the  basic  assumptions 
of  being  a  writer,  and 
we’ve  sort  of  sat  back 
and  allowed  special 
effects  and  thrill  rides  to 
replace  honest  emotion. 
That  story  required  the 
death  of  K’Ehleyr  to  be 
complete,  and,  without 
it,  it  would  have  been 
a  pat,  familiar  ending. 
The  impact  that  it  had 
on  the  audience  was 


The  Season  Four  episode  ‘Final  Mission’ 
saw  Wesley  Crusher  embark  on  his 
Starfleet  Academy  training. 


In  ‘Redemption,’  the  final  episode  of  the  season,  Worf  decided  to  leave  Star  fleet  and 
the  ENTERPRISE  to  fight  against  the  Duras  family  in  the  Klingon  civil  war. 


justified  and  it  was  something  that  set  Worf 
on  a  long  journey  that  was  extremely  valuable 
to  the  series.” 

The  second  story  that  was  tied  into  the 
Klingon  story  arc,  ‘The  Drumhead’  was 
actually  forced  on  the  staff  by  budgetary 
constraints.  As  the  year  drew  to  a  close,  the 
producers  found  they  had  little  money  left, 
and  were  faced  with  the  possibility  that  they 
might  have  to  make  another  clip  show  like 
‘Shades  of  Gray.’  “I  hate  clip  shows!”  Michael 
says.  “I  had  to  face  that  issue  again  this  year 
on  ‘The  Dead  Zone.’  I  would  much  rather 
do  a  contained  show  that  forces  the  characters 
to  face  dramatic  truths,  and  do  it  in  a  cheap 
way,  than  basically  rip  the  audience  off  one 
week  by  having  a  flashback  episode. 

Real  fears 

“‘The  Drumhead’  is  a  great  story  that 
has  to  do  with  issues  of  contemporary 
importance,  and  it’s  the  kind  of  story  that 
I  think  needs  to  be  told  over  and  over  again. 
The  greatest  achievement  of  that  show  is  that 
you  think  this  is  going  to  be  another  show 
about  intrigue,  adventure,  conspiracy,  and 
ultimately  it  takes  you  in  a  different  direction, 
and  you’ve  been  led  there  very  skillfully  by 
Jeri  Taylor.  The  trick  for  us  was  that  I  wanted 
the  audience  to  be  misled  for  a  good  part  of 
the  show,  so  that  they  understood  and  felt  the 
same  kind  of  emotional  pull  that  the  threat  of 
Communism  in  the  early  50’s  produced  in  the 
average  citizen.  The  fear  that  comes  with  not 
knowing  who  is  involved  with  a  conspiracy, 
can  be  very  real.  There  has  to  be  a  genuine 
danger,  because  those  people  could  not  have 
done  what  they  did  in  the  McCarthy  era  if 
there  wasn’t  a  genuine  fear  and  that  all  came 
from  the  atom  bomb. 


“We  needed  an  event  to  set  up  a  story  about 
witch  hunts.  You  have  a  story  need,  and  you 
look  at  what  you’ve  created  in  your  universe, 
and  you  say,  ‘Well,  we’ve  got  this  Klingon/ 
Romulan  thing  going  on;  let’s  draw  from  that.’ 

It  serves  a  new  story,  and  it  advances  the 
mythology,  if  you  will,  of  the  series,  and  so 
it  works  on  two  levels,  but  it’s  not  planned.” 

The  episode  was  directed  by  Jonathan 
Frakes,  who  prepared  by  watching  classic 
courtroom  dramas.  “I  remember  watching 
Judgment  at  Nuremberg’  and  other  great 
trial  movies,  and  stealing  shots  from  Stanley 
Kramer!  Jean  Simmons  was  a  big  STAR  TREK 
fan;  she  was  one  of  our  greatest  guest  stars 
of  all  time.  And  I  had  the  advantage  of 
having  her  and  Patrick  in  that  episode.” 

Civil  war 

The  larger  Klingon  story  developed  further 
in  ‘The  Mind’s  Eye,’  when  Geordi  was  brain¬ 
washed  by  the  Romulans,  and  it  came  to 
a  head  in  ‘Redemption,  Part  I,’  when  the 
crew  visited  the  Klingon  homeworld  to 
install  Gowron  as  chancellor. 

Given  the  success  of  ‘The  Best  of  Both 
Worlds,’  Michael  says  that  it  was  a  given  that 
the  studio  would  want  to  end  the  year  with 
another  cliffhanger.  “We  had  an  extraordinary 
ratings  impact  from  the  first  one,  so  everybody 
said,  ‘Man,  you’ve  got  to  do  that  again.  Every¬ 
body  loved  that!’  But  it’s  never  as  easy  the 
second  time  around.” 

The  season  ended  with  Worf  leaving  the 
crew  to  join  Gowron’s  forces  and  the  revela¬ 
tion  the  Romulan  who  was  behind  everything, 
bore  a  startling  resemblance  to  Tasha  Yar. 
TJVG’s  newly  revitalized  audience  would 
spend  the  summer  in  suspense  as  they  waited 
for  their  answers, 


Dr.  Timicin  and  Lwaxana  Troi  shared 
a  close  bond  in  ‘Half  a  Life.’ 

'Half  a  Life’ 

♦  Teleplay  by  Peter  Allan  Fields 

♦  Story  by  Ted  Roberts  and 
Peter  Allan  Fields 

♦  Directed  by  Les  Landau 

'The  Host’ 

♦  Written  by  Michel  Horvat 

♦  Directed  by  Marvin  Rush 

'The  Mind’s  Eye 

♦  Teleplay  by  Rene  Echevarria 

♦  Story  by  Ken  Schafer  and 
Rene  Echevarria 

♦  Directed  by  David  Livingston 

‘In  Theory’ 

♦  Written  by  Joe  Menosky 
&  Ronald  D.  Moore 

♦  Directed  by  Patrick  Stewart 

'Redemption,  Part  I’ 

♦  Written  by  Ronald  D.  Moore 

♦  Directed  by  Cliff  Bole 


The  Romulan  Seta  caused  problems 
for  the  ENTERPRISE  in  ‘Redemption.  ’ 
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An  historic 
year  in  space 

During  the  first  year  of  their  historic  mission, 
the  crew  of  Enterprise  NX-01  visited  17  worlds  and 
encountered  more  than  two  dozen  alien  races. 


ith  ENTERPRISE’S  second  season 
about  to  get  under  way,  this  seems 
like  a  good  time  to  look  back  on 
Captain  Archer’s  first  year  in 
space  to  see  exactly  what  he 
and  his  crew  have  achieved,  and  to  unearth 
a  few  tidbits  that  should  keep  continuity 
junkies  happy. 

There  is  absolutely  no  question  that  the 
crew  of  Enterprise  NX- 01  have  gone  where  no 
man  has  gone  before.  In  ‘Desert  Crossing’ 
Archer  told  Trip  that  they  had  visited  1 6 
Minshara-class  planets;  if  we  add  Risa,  which 
they  visited  in  the  next  episode,  we  come  up 
with  a  total  of  17.  Incredibly,  we  actually 
saw  the  crew  visit  every  one  of  these  planets, 
which  proves  that  there  aren’t  very  many  dull 
places  in  the  Galaxy. 

So  many  planets 

They  went  to  Rigel  X  and  Qo’noS  in 
‘Broken  Bow,’  and  to  two  unnamed  planets 
in  ‘Strange  New  World’  and  ‘Fight  or  Flight.’ 
Then  they  visited  Terra  Nova,  P’Jem,  the 
Akaali  planet  in  ‘Civilization,’  Valakis,  and 
the  mining  planet  Coriclan.  They  took  34 
aliens  back  to  Tesnia  in  ‘Shuttlepod  One,’  and 
visited  an  extraordinary  planet  without  a  sun 
in  ‘Rogue  Planet.’  They  tried  to  rescue  Ezral 
and  Liana  from  a  barren  planet  in  ‘Oasis.’ 
Archer  and  Mayweather  were  imprisoned 
on  a  Tandaran  prison  planet  in  ‘Detained.’ 

In  ‘Vox  Sola’  the  crew  took  home  an 
extraordinary  life  form.  Then  they  visited 
Mazar  in  ‘Fallen  Hero’  before  finally  shuttling 
down  to  visit  Zobral  in  ‘Desert  Crossing.’ 

Several  of  these  worlds  will  go  on  to  play 
a  role  in  other  episodes  of  STAR  TREK.  Over 
the  years,  various  planets  in  the  Rigel  system 


have  been  referred  to  in  different  episodes, 
although  we  hadn’t  heard  anything  about 
Rigel  X  before  ‘Broken  Bow.’  The  Klingon 
homeworld,  Qo’noS,  has  obviously  featured 
in  many  episodes,  including  ‘Sins  of  the 
Father’  and  ‘Redemption,  Parts  I  and  II.’ 
Coridan,  where  Archer  and  T’Pol  were 
captured  by  anti-government  rebels,  applied 
for  Federation  membership  in  ‘Journey  to 
Babel,’  and  Risa,  of  course,  continues  to  be 
a  vacation  resort  well  into  the  24th  century; 
Picard  visited  there  in  ‘Captain’s  Holiday,’  and 
several  Deep  Space  Nine  staff  members  traveled 
there  in  ‘Let  He  Who  Is  Without  Sin  . . .  ’ 

First  contact 

Archer  and  his  crew  have  also  made  first 
contact  with  more  than  two  dozen  sentient 
races:  the  Suliban,  the  Axanar,  the  Xyrillians, 
the  Andorians,  the  Akaali,  the  Valakians  and 
the  Menk,  the  Tesnians,  the  Eska  and  then- 
prey  the  Dakalan  wraiths,  the  Ferengi 
(although  they  never  found  out  who  they 
were),  the  trader  D’Marr  in  ‘Oasis,’  the 
Kantare,  the  Tandarans,  the  Kreetassans  (who 
accidentally  left  the  sentient  plant  creature  on 
the  ship  in  ‘Vox  Sola’),  the  Mazarites,  Zobral’s 
people  in  ‘Desert  Crossing,’  the  Risans,  the 
aliens  who  mugged  Trip  and  Malcolm  in  the 
bar,  whatever  species  Keyla  comes  from,  and 
the  unpronounceable  race  of  aliens  Hoshi’s 
‘friend’  belonged  to.  (For  those  who  are  inter¬ 
ested,  in  the  script  he  says  his  planet  is  called 
‘Ti’tu  lar  ah  sanoo  portan  ee’purana  soo  ta-so 
yo’aramat  prefan  rickarta  ach’som,’  but  you 
have  to  say  it  fast  or  it  means  something  else.) 

Archer  and  his  crew  have  also  encountered 
two  races  who  haven’t  even  told  them  their 
names:  the  mysterious  aliens  who  were 


Under  the  Microscope 
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The  Andorians 
have  made  two 
appearances  this 
year,  as  Archer 
and  his  crew 
have  been 
embroiled  in 
their  conflict 
with  the  Vulcans. 


harvesting  lymphatic  fluid  in  ‘Fight  or  Flight,’ 
and  the  uncommunicative  aliens  in  ‘Silent 
Enemy.’ 

We  can  only  begin  to  guess  how  many 
different  species  came  aboard  the  ship  in 
‘Cold  Front’  to  witness  the  Great  Plume  of 
Agosoria.  Prah  Mantoos  told  Archer  that 
there  were  1 7  pilgrims  in  his  group.  As  best 
we  can  tell,  they  all  belonged  to  different 
races,  but  we  should  deduct  at  least  one, 
since  the  Suliban  Silik  was  masquerading 
as  one  of  them. 

Familiar  faces 

The  crew  have  also  encountered  several 
races  who  are  familiar  to  us.  The  Klingons 
and  the  Andorians  are  the  most  prominent, 
but  the  Axanar,  who  made  an  appearance  in 
‘Fight  or  Flight’  also  have  a  place  in  STAR 
TREK  history;  Captain  Kirk’s  awards  include 
the  Palm  Leaf  of  Axanar,  and  Captain  Garth 
of  Izar  won  a  famous  battle  there.  The 
Malurians,  who  were  mining  the  planet  in 
‘Civilization,’  were  the  unfortunate  race  who 
were  wiped  out  by  Nomad  in  ‘The 
Changeling.’  The  Nausicaans  who  were 
attacking  the  Fortunate  Son  are  the  same  race 
who  will  eventually  come  close  to  killing 
Jean-Luc  Picard  in  a  barroom  brawl.  And 
in  ‘Rogue  Planet’  T’Pol  made  a  passing 
reference  to  Deneva  Prime,  which  may  well 
be  the  same  Deneva  where  Kirk’s  brother 
Sam  was  based  in  ‘Operation:  Annihilate!’ 

We  also  can’t  be  sure  whether  Archer’s  crew 
were  the  first  humans  to  visit  Coridan;  it’s 


possible  that  they  were,  but  on  the  other  hand 
some  humans  could  have  already  been  taken 
there  by  the  Vulcans,  and,  therefore,  met  the 
Coridans. 

If  we  sift  through  all  these  figures  we  come 
up  with  two  possible  extremes.  At  the  top  of 
the  scale,  Enterprise  could  have  made  first 
contact  with  41  races;  at  the  other  extreme  - 
if  we  excluded  the  races  they  didn’t  establish 


One  race  that  is  unlikely  to  be  seen 
again  is  the  Ferengi  -  the  crew  never 
even  learned  what  race  they  were. 


As  Trip  and  Malcolm  learned  the  hard  way, 
alien  races  aren’t  always  what  they  seem. 
These  girls  turned  out  to  be  guys. 

worthwhile  communication  with  -  the  figure 
could  be  as  low  as  24  or  so  (if  we  guess  that 
there  were  only  seven  or  eight  different  races 
among  Prah  Mantoos’s  pilgrims.) 

Archer’s  crew  can’t  quite  claim  to  have 
made  first  contact  with  the  Klingons,  but, 
as  Klaang  was  unconscious  after  he  was  shot 
at  Broken  Bow,  Indiana,  they  can  claim  to 
be  the  first  humans  to  have  a  meaningful 
conversation  with  a  Klingon. 

As  yet,  we  haven’t  seen  any  familiar  charac¬ 
ters,  but  this  isn’t  entirely  surprising;  only  a 
handful  of  the  people  we  know  from  the  23rd 
and  24th  centuries  are  old  enough  to  be  alive 
in  the  22nd  century.  Sarek  won’t  be  born  for 
a  few  years  yet;  Guinan  is  in  places  unknown; 
and  the  evidence  tends  to  suggest  that  humans 
won’t  make  contact  with  the  Trill  for  a  while 
yet,  so  Tobin  Dax  is  unlikely  to  put  in  an 
appearance  any  time  soon.  This  leaves 
the  immortal  Mr.  Flint,  but  he  is  presumably 
somewhere  on  Earth. 

More  to  come 

Of  course,  as  the  first  season  drew  to  a 
close,  it  seemed  as  if  Archer’s  achievements 
could  have  come  to  a  premature  end. 
Assuming  that  lie  and  Daniels  manage 
to  resolve  everything,  the  future  should  be 
even  more  exciting,  since  the  Suliban  and 
their  masters  were  really  interested  in 
stopping  what  happens  next  . . . 


28 


AIR  POWER 


ULVIliW 


Looat  ion ;  [http :// vvv.alrUmepubllahlnQ.com 


Looat  ion :  |http ://  vvv.&lrtlm  t  p  u  blls  hln  q  .ci 


Horn* 


Latest  Issue  -  Back  Issues /Slipcases  Subscribe 


AIRCRAFT 


What's  New 


Rafale 


Books 


Oim/ru  It  /Ighltf 


View  Cart 


Check  Out 


Books 


View  Cart 


DOWNLOAD 

CATALOG» 


Check  Out 


DOWNLOAD 

CATALOG» 


STOP  PRESS!  STOP  PRESS!  STOP  PRESS! 


CONTACT  US» 


Unmatched  analysis  of 
the  world’s  warplanes 
and  the  forces 
that  fly  them. 


CONTACT UG>> 


What's  New 


sa  ^ 

Viewing  1  to  4  of  4  products. 


\D  mission  over  Alaska.  US  naval  search  and 
krum'  ~  Ru»la's  next  carrlerborne  fighter? 


Netscape:  Airtime  Publishing 


ill  4  3  «  iii  ai 

Baok  forward  Reload  Horn*  Searoh  Netsoap*  Images 

:: j  Looat  Ion ; |http:/V  www.&lrtlm epubll3hlnQ.com 


Superfighters:  the  Next  Generation  of  Combat  Aircraft 


s  .i  a  m 

Print  Seourlty  Shop  Stop 


Netscape:  Airtime  Publishing 


AIRtime 

Publishing 


s).  3> 

I  Baok  Forward  Reload 
-I  Looatlon : ^ |http 7/ ww. 6 lrllmopubllahlng.com 


si 

Searoh  Netsoap*  Images 


ti  rf  i§I 

Print  S*ourlty  Shop 


Vhat's  Related 


Closer  Look 

What's  New 


AIR  POWER 


AIRCRAFT 


UGHTRATH 


What's  New 


Blowout  Specials 


Me  163 


A  fascinating  study  of  one  of  the  most  extraordinary  aircraft  ever  developed.  Thoroughly 
researched  and  Illustrated  with  more  than  400  period  photos,  explanatory  maps,  dorens  of 
technical  drawings  and  full-color  sldevlew  artworks  depicting  the  Komet  and  Its  weapons. 
Hardcover.  224  pages.  Please  Notes  This  book  Is  available  from  AIRtime  Publishing  only  within 
the  Americas. 


Gel  Acrob 
Reader 


Focus  Aircrafts  Dassault  Rafale,  Warplane  Classics  Consolidated  B-24  Liberator  Pt.l.  Debrief: 
Israeli  F-15  Upgrades,  Operation  Noble  Eagle.  Combat  Colours!  320  Sqn.,  MLD.  Special 
Features  'Night  Stalkers'  -  160th  SOAR.  Photo  Feature:  Croatian  Air  Force  Academy.  Air  Power 
Analysis!  USAF  -  Air  Combat  Command,  Variant  Files  Beriev  B-12  'Mail.'  Photo  Feature: 
Angelholm  -  F10  SkSnska  Flygflottllj.  Air  Combats  USAF  Qunships  in  Vietnam  Pt.l,  Pioneers  8. 
Prototypes:  Myaslshchev  M-50 'Bounder.1  News  Reports.  Operation  Enduring  Freedom.  184 
PACES 


Or  call  toll-free  1  800  359  3003 


AIR  POWER 


Combat 

AIRCRAFT 


COMING  JULY  2002  ...  Complete  analysis  of  the  newest 
fighters  —  Development,  test  programmes,  weapons, 
avionics,  specifications,  operator  details  and  more  fori 
F-22  Raptor,  F-35  JSF,  Saab  JAS39  Orlpen,  Eurofighter 


uiiuiu.airtimepublishing.com 


The  best  in 
military  aviation 
is  just  a 
click  away. 


Build  a  library 
of  the  finest 
publications 
in  print ...  and 
enjoy  savings 
of  up  to  50%!! 


Netscape:  Airtime  Publishing  saiga 

4  A  4L  ii  es|,  di  ii  m 

Beok  Forward  Reload  Home  Searoh  Netsoap*  Imager  Print  Seourlty  Shop  Stop 


Netscape:  Airtime  Publ 


3  $1  ^  m  E  3  A 

Back  Forward  Reload  Home  Search  Netscape  Images  Print  Security 


QijjF  What's  Related 


Location :  jfr  |http:// www.alrtimepubli8hing.com 


AIRtime 

Publishing 


YOU'VE  NEVER  BEEN  BRIEFED 


AIR  POWER 


LIKE  THIS  BEFORE! 


Gain  unprecedented  access 
to  the  world's  military  aircraft 
and  their  operators. 

NEwmsm^^ 


Comsat 

AIRCRAF1 


m  Netscape:  Airtime  Publishing 


4,  3  A  Ml  M  II 

Baok  Forward  Reload  Home  Searoh  Netsoap*  Images  Print  Seourlty  Shop  Stop 


|  Mpr Vhat's  Related 


Latest  Issue  -  Back  Issues  .’ Binders  Subscribe 


AIR  POWER 


Save  up  to  50%  off  list  piices!!! 


Combat 

AIRCRAFT 


ht  of  AIRtime  Publishing  Inc., 


Briefing:  O.S.S.  CENTAUR  NCC-42043 


The  U.S.S.  Centaur  NCC-42043  is  a  single-hulled  Starfleet  vessel  that  is  closely 
related  to  the  Excelsior  and  Miranda  classes.  In  the  Dominion  War  it  patrolled  the 
Cardassian  border,  where  it  encountered  a  lone  Jem’Hadar  attack  cruiser. 


The  U.S.S.  Centaur  NCC- 
42043  is  a  Starfleet  vessel 
that  saw  duty  in  the  Dominion 
War  under  the  command  of 
Captain  Charles  Reynolds.  During 
2374  it  was  assigned  to  border 
patrol  duties,  when  it  encountered 
what  it  believed  to  be  a  lone 
Jem’Hadar  attack  cruiser 
returning  to  Dominion  space. 

Captain  Reynolds  decided  to 
engage  the  smaller  vessel,  and 
opened  fire.  However,  he  did  not 
know  that  the  Jem’Hadar  vessel 
was  actually  under  the  control  of 
Starfleet  officers,  led  by  his  old 


friend  Captain  Benjamin  Sisko, 
and  was  on  a  secret  mission  to 
destroy  a  ketracel-white  produc¬ 
tion  facility. 

Space  battle 

Sisko’s  mission  was  so  secret 
that  other  Starfleet  vessels  had 
not  been  told  about  it.  A  brief 
dogfight  ensued,  with  Sisko 
trying  to  avoid  causing  serious 
damage  to  the  Centaur,  and  the 
battle  ended  only  when  three 
more  Jem’Hadar  attack  cruisers 
appeared  and  Reynolds  was 
forced  to  retreat. 


The  Centaur  was  named  for  a 
mythological  creature  from  ancient 
Greek  tales  that  was  half  man  and 
half  horse.  The  design  of  the  ship 
is  closely  related  to  both  the 
Excelsior  and  Miranda  classes. 

The  arrangement  of  the  upper 
decks  in  a  narrow  section  that 
runs  across  the  top  of  the  ship’s 
saucer  and  its  long,  thin  warp 
nacelles  are  highly  reminiscent 
of  the  U.S.S.  Excelsior  NCC-2000. 
However,  the  fact  that  the  ship 
does  not  have  a  substantial  engi¬ 
neering  hull  but  only  a  saucer  and 
twin  warp  nacelles  means  that  it 


is  also  closely  related  to  Miranda- 
class  vessels  such  as  the  U.S.S. 
Reliant  NCC-1864.  Like  the 
Miranda  class,  the  Centaur  does 
not  feature  a  main  navigational 
deflector  dish,  but  relies  on  a 
variety  of  other  systems  to  clear 
interstellar  matter  from  its  path. 

Nacelle  design 

Like  all  Starfleet’s  multipurpose 
exploration  vessels,  the  Centaur 
is  equipped  with  both  warp  and 
impulse  engines.  It  has  two  warp 
nacelles  that  hang  below  the  ship 
from  long,  curved  support  struts. 
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The  U.S.S.  CENTAUR  has  extremely  long,  thin  warp  nacelles  compared  The  bridge  on  the  CENTAUR  is  positioned  behind  a  raised  section  that  helps 

to  most  other  Starfleet  ships,  and  these  hang  directly  below  the  saucer  protect  it  from  enemy  fire,  a  design  feature  that  proved  particularly  useful 

section,  rather  than  from  an  engineering  hull  as  on  MIRANDA-class  vessels.  when  it  was  used  to  patrol  Federation  borders  during  the  Dominion  War. 


As  on  the  Excelsior  class,  the 
support  struts  are  connected  to 
a  point  toward  the  front  of  the 
nacelle  rather  than  in  the  center. 
The  nacelles  also  feature  an 
unusual  design  of  Bussard 
ramscoop  that  is  built  into  a 
narrow  grille  that  glows  blue 
rather  than  the  more  familiar 
red  hue  of  most  other  designs. 

Secondary  propulsion 

The  ship  has  two  large  impulse 
engines  that  are  mounted  on  a 
spar  that  extends  beyond  the 
rear  edge  of  the  saucer  section. 
As  is  usual,  reaction  control 
system  (RCS)  thrusters  are 


located  at  various  points  around 
the  perimeter  of  the  saucer  to 
enable  the  Centaur  to  maneuver 
accurately  at  low  speeds. 

Below  the  saucer  there  is  a  box¬ 
like  section  that  is  several  decks 
deep;  the  nacelle  support  struts 
extend  from  either  side  of  this 
part  of  the  ship.  This  section  is 
fitted  with  one  of  the  Centaur’s 
most  unusual  features:  two  sets 
of  twin  photon  torpedo  launchers; 
one  that  fires  forward  and  one 
that  fires  aft.  In  peacetime  these 
are  used  to  launch  a  variety  of 
instrumented  probes,  but  during 
the  Dominion  War  they  made  the 
Centaur  into  one  of  Starfleet’s 


more  heavily  armed  vessels.  In 
addition,  the  Centaur  is  armed 
with  large  phaser  strips  that  run 
around  both  the  top  and  under¬ 
side  of  the  saucer,  giving  it  a 
wide  range  of  fire. 

Saucer  detail 

The  Centaur’s  bridge  is 
located  on  deck  1,  at  the  top 
of  the  saucer  section,  and  it  is 
protected  from  forward  fire  by  a 
wall.  On  this  design  of  ship,  deck 
2  follows  the  shape  of  the  bridge 
at  the  front  and  extends  out  in 
a  roughly  pentagram-shaped  unit 
behind  the  bridge,  similar  to  the 
area  on  Intrepid- class  ships  that 


contains  equipment  lockers  and 
escape  pods.  The  entire  two-deck 
assembly  is  mounted  on  a  circular 
section  of  deck  3.  A  corridor  runs 
from  the  back  of  this  section 
between  two  large  sections  made 
up  of  gold-colored  grilles,  but  this 
corridor  terminates  long  before 
it  arrives  at  the  rear  of  the  ship, 
representing  the  end  of  this  deck. 

As  on  most  24th-century 
Starfleet  vessels,  the  Centaur 
has  a  sensor  dome  mounted  on 
the  underside  in  the  center  of  the 
saucer  section,  and  running  lights 
located  around  this  area  illumi¬ 
nate  the  ship’s  registry  and 
various  other  features. 


The  impulse  engines  on  the  CENTAUR  are  at  the  rear  of  the  saucer  section 
and  produce  a  red  glow  when  in  operation.  The  aft  twin  torpedo  launchers 
are  positioned  in  a  box-like  section  below  the  saucer  module. 


The  CENTAUR’S  upper  decks  are  arranged  in  a  narrow  section  that  runs 
across  the  saucer  section  in  a  style  that  is  highly  reminiscent  of  the 
U.S.S.  EXCELSIOR  NCC-2000,  which  was  built  in  the  previous  century. 
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Interview 


In  STAR  TREK:  THE  NEXT  GENERATION’S  fourth  season  we  were  introduced  to  an 
important  new  Klingon:  Gowron.  The  future  Klingon  leader  was  played  by  Robert 
O’Reilly,  who  explains  that  his  alter  ego  was  determined  to  maintain  Klingon  purity. 


Robert  O'Reilly  could  have  won  any 
number  of  roles  on  STAR  TREK: 
THE  NEXT  GENERATION  before 
he  was  cast  as  Gowron;  in  the  show’s 
third  season  he  auditioned  for  maybe 
half  a  dozen  parts,  but  his  face  never  quite 
seemed  to  fit.  Bob  wasn’t  particularly 
disappointed;  to  his  mind,  auditioning  for 
roles  you  don’t  get  is  just  part  of  an  actor’s 
job.  Then  in  the  fourth  season  his  agent 
called  and  told  him  he  was  “up  for  a  cling 
something.”  As  a  fan  of  the  original  STAR 
TREK,  he  knew  the  character  had  to  be 
a  Klingon,  and  this  time  he  desperately 
wanted  the  part. 

Unique  Klingon 

He  remembers  that  he  was  slightly 
surprised  when  he  saw  the  two  scenes 
the  team  wanted  him  to  perform  at  the 
audition.  “They  were  very  strange  to  me. 

I  was  used  to  Klingons  yelling,  and  [in  the 
first  scene]  Gowron  seemed  to  be  much 
more  thoughtful.  And  then  there  was  a 
scene  where  he  went  nuts  too.  In  theater 
auditions,  typically,  you  give  one  side  and 
then  the  other  so  you  can  show  them  the 
extremes  you  can  go  to  with  the  character. 

A  lot  of  actors  in  STAR  TREK  are  theater 
actors,  so  I’m  sure  the  producers  and  the 
directors  were  used  to  that  approach,  and 
that’s  why  the  scenes  were  so  different. 

“I  went  in  there  and  was  very  Machiavel¬ 
lian,  very  low  key,  very  analytical,  suspicious 
of  humans,  and  I  think  I  bored  the  hell  out 

Kverything  had  heen 
taken  away  from  me, 
psychologically,  as  a 
young  Klingon,  and  1 
wanted  it  back. 
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Bob  says  that  Gowron  felt  Worf  had  been  corrupted  by  spending  too  much  time  with 
humans ,  so  he  rewarded  him  when  he  behaved  like  a  Klingon  but  tried  to  dominate  him 
whenever  he  showed  signs  of  human  ‘weakness.  ’ 


of  them!  The  other  scene  was  typical  Klingon, 
and  I  went  wild  -  absolutely  haywire.  I  know 
I  scared  the  hell  out  of  them;  they  thought  I 
-  was  insane,  and  I  got  the  job!” 

Mysterious  outsider 

Bob’s  instincts  about  Gowron  were  right  - 
he  was  a  far  from  a  typical  Klingon.  The 
script  explained  that  he  was  a  candidate  to 
succeed  K’mpec  as  the  Chancellor  of  the 
Klingon  Empire  and,  unlike  his  rival,  Duras, 
he  was  an  outsider  who  had  challenged  the 
established  order. 

In  order  to  prepare  for  the  role,  Bob  made 
up  his  own  version  of  Gowron’s  past.  This 
was  important,  because  it  gave  him  an  idea 
of  what  Gowron  might  be  thinking  when 
he  dealt  with  the  dishonorable  Duras  or 
the  human  Picard.  “I  created  a  backstory 
for  Gowron.  He  was  this  mysterious  character 
who  came  out  of  nowhere.  He  had  been  gone 
from  the  Klingon  Empire.  I  decided  that 
he  had  been  with  humans.  I  had  met  these 
people  who  were  like  human  pirates,  and  I 
couldn’t  believe  how  evil  they  were.  Evil  for 
Klingons  is  to  be  not  honorable,  not  warriors, 
and  humans  had  all  these  perversions.” 

In  his  own  mind.  Bob  also  linked  Gowron 
to  a  Shakespearian  character  with  whom  he 
seemed  to  have  a  lot  in  common.  “He  was 
set  up  as  the  outsider  from  day  one,  and  I 
actually  based  him  a  little  bit  on  a  good 
version  of  Edmund  in  ‘King  Lear.’  Everything 
had  been  taken  away  from  me,  psychologi¬ 
cally,  as  a  young  Klingon,  and  I  wanted  it 
back.  Edmund  says,  ‘I’m  the  bastard  son,  I’m 
going  to  get  it  all  back.  I’m  evil,  but  I’m  right 
and  I’m  going  to  end  up  the  King.’  I  think 


Gowron  was  an  extremely  arrogant,  heroic 
character,  so  I  was  sort  of  saying,  ‘I’m  not  evil, 
but  I’ll  do  what  I  have  to  do  to  get  ahead.’  I 
just  loved  it  because  I  had  played  Edmund  a 
couple  of  months  earlier,  and  it  seemed  to  fit.” 

Of  course,  at  this  stage,  Bob  had  little  idea 
that  Gowron  would  go  on  to  become  such  an 


Gowron  was  not  happy  that  Picard 
was  responsible  for  making  him  Klingon 
Chancellor,  but  he  was  prepared  to  deal 
with  humans  to  get  power. 


Interview 
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Robert  O’Reilly’s  many  TV  appear¬ 
ances  include  roles  in  ‘Hill  Street 
Blues,’  ‘In  the  Heat  of  the  Night,’ 
‘Murder,  She  Wrote,’  ‘Hunter,’  and 
‘NYPD  Blue.’ 

His  movie  roles  include  a  role 
in  the  movie  ‘The  Mask’  alongside 
Jim  Carrey,  Ken  Russell’s  ‘Whore,’ 
and  ‘Candyman:  Day  of  the  Dead.’ 

His  stage  credits  include  the 
Broadway  revival  of  ‘The  Tavern,’ 
the  off-Broadway  production  of 
‘The  Promise,’  and  the  lead  role 
in  a  Los  Angeles  Actor’s  Theater 
production  of  ‘Hamlet.’ 

In  Los  Angeles,  he  is  closely 
associated  with  The  Colony 
Theatre  Company,  where  he  has 
made  numerous  appearances.  He 
has  also  directed  for  The  Colony; 
one  of  his  proudest  achievements 
was  directing  the  world  premiere 
of  the  play  ‘Generations,’  which 
the  American  Theatre  Critics’ 
Association  cited  as  one  of 
that  year’s  best  new  plays. 

important  character.  Typically,  the 
producers  don’t  tell  the  actors  what  they 
are  planning,  for  the  very  good  reason  that 
they  may  change  their  minds.  But  there 
were  other  clues  that  led  Bob  to  believe  that 
Gowron  would  be  back.  “I  had  inklings  that 
it  was  a  very  important  part,  because  of  the 
design  of  the  makeup.  I  talked  to  [Michael] 
Westmore  about  it,  and  he  said,  ‘We’re 
going  to  make  this  character  really  unique 
in  terms  of  the  makeup.’  If  they  were  going 
to  do  that,  I  knew  the  character  was  impor¬ 
tant  and  what  we  were  creating  was  an 
honest  leader  to  take  over  the  Empire.” 

Bold  performance 

The  makeup  is  an  essential  part  of 
playing  a  modern  Klingon,  and  Bob 
says  that  it’s  interesting  in  that  it  allows  an 
actor  to  do  more  with  their  performance 
than  you  might  expect.  “Klingons  are 
Shakespearian  characters;  they  are  larger 
than  life.  If  I  did  Shakespeare  on  film,  it 
would  be  different  than  if  I  did  Shake¬ 
speare  on  the  stage.  When  you  put  that 
makeup  on,  you  can  do  any  kind  of  Shake¬ 
speare  and  get  away  with  it.  You  can  be 
larger  than  life,  and  the  makeup  hides  a  lot 
of  sins  the  camera  would  catch  if  you  were 
that  large.  There  wasn’t  much  in  the  way  of 
subtlety  when  I  was  playing  Gowron;  some¬ 
times  I  didn’t  have  enough  room!” 

Although  spending  hours  in  makeup 
wasn’t  that  much  fun,  Bob  says  he  actually 
had  more  trouble  with  his  costume  and  the 


43 


Interview 


wig  he  had  to  wear.  “The  wardrobe  was 
very  enclosing.  You  were  better  off  if  you 
could  get  out  of  it.  It  was  the  heat;  I’d  lose 
six  to  1 1  pounds  a  day.  If  you  turned  your 
head  fast  your  hair  swung  into  your  face 
and  stuck  to  it.  Then  the  director  had  to  yell 
‘Cut!’  It  was  very  funny.” 

Wild  eyes 


was  talking  about.  I  didn’t  even  realize  what 
my  eyes  were  doing,  because  I’m  an  actor  and 
I’m  not  looking  at  myself.  But  we  figured  it 
out  and  I  understood  what  he  wanted.  Then, 
from  that  point  on,  I  had  to  persuade  a  lot  of 
other  directors  who  didn’t  have  the  same 
approach! 

Sly  humor 


Several  important  elements  of  Bob’s 
performance  only  really  fell  into  place  when 
he  arrived  on  set,  and  he  is  keen  to  credit 
Jonathan  Frakes,  who  directed  ‘Reunion,’ 
with  helping  him  find  the  character.  For 
instance,  he  says  that  one  of  Gowron’s  most 
unusual  characteristics  was  his  staring  eyes. 
“When  I  got  on  the  set,  Frakes  said,  ‘Do 
that  eye  thing.  Do  the  eye 
thing.  I  want  to  see 
that.’  I  had  no 
idea  what  he 


“Frakes  is  a  really  wonderful  director,”  Bob 
continues.  “He  also  cast  J.G.  [Hertzler,  as 
Martok],  so  we  call  him  the  ‘Great  Klingon 
Discoverer.’ Jonathan  works  with  the  actor, 
and  I  think  he  realized  that  I  had  sort  of  a 
wicked  sense  of  humor,  and  that  we  could 
use  it  in  Gowron.  He  encouraged  me  to  do 
that  as  much  as  possible,  and  I  had  a  ball 
doing  it.  Prior  to  that,  no  Klingon  had  really 
been  funny;  it  was  sort  of  a  new  color.  Worf 
had  been  very  grim;  Michael’s  very 
funny  in  his  own  right,  and  when 
he  plays  Worf  it’s  deadpan.  It’s 
hilarious,  given  the  right  line 
in  the  right  circumstance. 
“Gowron  was  different;  he 
had  a  sense  of  humor.  We 
used  a  part  of  me  that 
was  there  to  create  the 
character.  A  lot  of 
actors  playing  those 
sorts  of  roles  never 
use  humor.  It  also 
made  Gowron  seem 
more  intelligent  and 
it’s  a  lot  of  fun  for 
an  audience.” 
Another 
factor  that 
had  an 
enormous 
influence 
on  Bob’s 
performance 
was  the 
actors  he 
was  working 


with.  He  is  full  of  praise  for  the  scripts 
Gowron  featured  in,  which  he  describes  as 
“spectacular,”  but  he  adds  that  a  lot  of  what 
an  actor  does  is  to  do  with  the  attitude  he 
gives  his  character,  rather  than  simply  the 
words  he  says. 

“The  lines  mean  nothing;  the  subtext  is 
everything.  The  other  actor  and/ or  the  other 
character  always  influences  the  way  you  go 
with  your  performance,  and  different  charac¬ 
ters  bring  out  different  subtextual  elements. 
Most  of  the  time  on  TNG  I  was  with  Patrick 
[Stewart] ,  who  is  such  a  wonderful  and 
generous  actor. 

Fascinated  by  Picard 

“There  were  so  many  elements  coming 
into  it  when  I  was  dealing  with  Picard  that 
probably  didn’t  read  to  the  audience.  Gowron 
is  very  Machiavellian,  and  he  is  trying  to  find 
out  where  these  humans  are  in  the  universe 
and  how  the  Ivlingons  need  to  deal  with  them. 
I  wasn’t  doing  it  for  me;  I  was  doing  it  for  the 
Klingon  Empire.  Not  a  lot  of  Klingons  had 
experience  with  humans,  so  I  had  to  tell  my 
underlings  how  to  attack  them,  when  to  trust 
them,  when  not  to,  what  kind  of  warriors 
they  were. 

“With  Picard,  it  wasn’t  clear  to  Gowron 
which  way  to  go.  I  had  a  fascination  with 
his  power.  If  you  watch  those  things,  if  I  did 
my  job  correctly,  you’ll  see  that  I’m  always 
watching  him  to  find  out  what  his  weaknesses 
are,  what  his  strengths  are.  I  have  a  military 
mind. 

“With  Worf,  it  was  a  different  subtext  -  it 
was  to  frighten  him;  it  was  to  beat  him  down; 
it  was  to  change  him  and  make  him  more 
Klingon  than  he  actually  was.  To  impose 
myself  on  him.  I  was  overbearing  with  Worf 
as  often  as  I  could  be.  I  would  never  really 
be  that  way  with  Picard,  except  for  an  instant, 
and  then  I  could  see  what  the  reaction  was. 

I  needed  to  see  the  reaction  to  see  where  the 
strengths  and  weaknesses  were.  I  was  always 
reading  him,  not  for  the  now,  but  for  the 
future,  and  thinking  how  to  attack  him  if 
I  needed  to.” 

Klingon  purity 

Bob  goes  on  to  say  that  he  always  felt  that 
Gowron  was  driven  by  his  suspicions  about 
humans  and  his  desire  to  keep  the  Klingon 
race  as  pure  as  possible.  “To  me,  Gowron  was 
very  heroic  but,  honestly,  he  disliked  humans. 
He  was  firmly  pro-Klingon,  and  he  felt  that 
to  be  Klingon  he  had  to  get  rid  of  the  human 
influence  in  their  culture.  That  was  an  inter¬ 
esting  subtext  that  nobody  really  ever  got,  but 
that  was  OK,  because  I  was  able  to  use  it  with 


Gowron  was  perfectly  happy  with  the  Klingon  way  of  doing  things  and  was  ready  to 
fight  anyone  who  challenged  him  for  the  leadership  of  the  Empire,  but  the  Duras  family 
started  a  civil  war  rather  than  facing  him  in  single  combat. 


Worf  and  sort  of  demean  him  whenever 
he  was  getting  into  his  human  stuff.  When  he 
was  into  his  Klingon  stuff,  he  was  rewarded.” 

Although  the  two  Klingons  barely  spoke, 
Duras  was  another  character  who  influenced 
Bob's  portrayal  of  Gowron.  The  two  men 
were  clearly  designed  as  contrasts  to  one 
another,  and,  where  Duras  was  conspiring 
with  the  Romulans  in  his  bid  for  power,  Bob 
decided  that  Gowron  was  determined  to 
keep  the  Klingon  Empire  free  from  outside 
interference. 

“I  think  he  wanted  to  keep  them  as  pure 
warriors.  If  you  look  back  to  the  very 
first  show,  the  woman  I  was  dealing  with 
[K’Ehleyr]  was  part  human;  it  was  not 
written,  but  I  decided  that,  subtextually,  she 
was  a  horror  to  him.  This  was  where  the 
Empire  had  gone  under  K’mpec.  We  were 
being  infiltrated  by  other  beings  who  would 
spoil  our  blood.  I  wanted  to  keep  the  Empire 
absolutely  pure.  What  the  old  regime  did  was 
destroy  the  Klingon  sense  of  honor.  It  all  had 
to  do  with  other  alien  races  coming  in;  J  had 
to  save  the  Klingons,  and,  from  my  viewpoint, 
I  did.  I  stopped  the  invasion.” 

TJVG’s  fourth  season  ended  with  a  civil  war 
breaking  out  on  the  Klingon  homeworld,  as 
Gowron  tried  to  assume  power.  In  the  two 
parts  of  ‘Redemption’  we  got  to  see  Gowron 
operating  on  his  home  turf,  and  Bob  was 


determined  to  make  sure  that  he  was 
convincingly  alien.  “I  always  had  to  keep 
myself  in  the  Klingon  mode.  That  was  really 
important  to  the  character.  Gowron  loved  to 
kill;  he  loved  to  do  the  things  that  humans 
looked  down  on.  There  was  a  scene  I  did 
after  I’d  just  become  the  Klingon  leader, 
where  a  guy  challenges  me  in  the  Great  Hall. 
That’s  the  proper  way  to  challenge  a  Klingon 
leader.  Worf  doesn’t  understand  that;  he  sort 
of  interferes  and  I  stab  the  guy  under  Worf ’s 
arm  and  kill  him.  I  thought  that  was  great! 
Worf  thought  it  was  horrible.  ‘How  could 
you  have  done  that?’  ‘Don’t  you  get  it?  We’re 
Klingons;  we’re  not  humans.’  That’s  how  I 
related  to  everything:  not  in  the  human  mode 
but  in  the  Klingon  mode.” 

Fighting  for  power 

The  war  ended  with  Gowron  victorious, 
and  Bob  made  only  one  more  appearance 
on  TNG  before  the  series  came  to  an  end.  In 
‘Rightful  Heir’  he  was  pitted  against  a  clone 
of  the  greatest  Klingon  who  ever  lived: 
Ivahless  the  Magnificent.  “I  loved  doing 
that  show,”  Bob  says.  “Kahless  was  this  reli¬ 
gious  figure,  and  I  made  a  mockery  out  of 
him:  a  total  mockery.  It  was  like  dealing  with 
Lear.  It  made  the  audience  hate  me,  but  that 
was  the  character.” 

Despite  his  enthusiasm  for  the  story,  Bob 


had  two  problems  with  it:  “I  always  thought 
it  should  have  been  a  two-parter,  it  was 
such  a  big  show  in  terms  of  the  predica¬ 
ments,  and  I  thought  it  ended  too  quickly. 
And  I  had  to  justify  that  last  scene,  which  I 
disagreed  with.  I  had  to  figure  out  quickly 
what  would  motivate  Gowron  into  bending 
on  his  knees.  It’s  not  like  I  had  a  night;  I 
had  two  minutes.  I  argued  with  the  director 
on  this  right  up  until  the  moment  we  shot 
it.  I’d  say,  ‘Gowron  would  not  do  this.  He 
would  not  bow  in  front  of  this  guy.’  What  it 
came  down  to  for  me  was,  ‘As  long  as  it  was 
not  on  Klingon  soil,  fine.  As  soon  as  we  get 
back  to  the  Klingon  soil,  he’s  gone.’” 

Unfinished  story 

In  total,  Gowron  made  four  appearances 
on  TNG,  and  Bob  reveled  in  every  one  of 
them.  “I  don’t  think  I’ve  ever  had  more  fun 
with  a  character,”  he  says.  After  TNG  filmed 
its  final  episode,  Bob  thought  that  was  it 
for  Gowron.  But,  as  he  was  to  discover,  the 
story  was  far  from  over;  STAR  TREK:  DEEP 
SPACE  NINE  would  open  an  entirely  new 
chapter  in  Klingon  history  that  would  see 
Gowron  struggling  to  hold  on  to  the  power 
that  he  had  fought  so  hard  for. 


Gowron’ s  leadership  was  threatened  when 
Kahless  appeared  to  return  from  the  dead, 
but  he  had  nothing  but  contempt  for  this 
Kahless,  who  turned  out  to  be  a  clone. 
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Stellar  Phenomena 


Stars  synthesize  the  basic  elements 
vital  for  life  in  the  universe,  such  as 
hydrogen,  helium,  oxygen,  carbon,  and 
silicon.  These  are  sometimes  deposited 
back  into  space  through  one  of  the 
most  violent  events  to  be  witnessed 
in  space:  a  supernova  explosion. 


In  2366  the  crew  of  the  U.S.S.  ENTERPRISE  NCC-1701-D  encountered  a 
star  in  the  late  stages  of  its  life  cycle  and  chose  to  investigate  further. 


In  2269  Captain  Kirk  discovered  that  the  Sarpeidon  population  had 
escaped  the  Beta  Niobe  supernova  by  hiding  themselves  in  time. 


upernovas  are  the  final 
stage  in  the  life  cycle  of  a 
star.  Stars  are  formed  from 
clouds  of  hydrogen  and 
helium  that  pull  together  under 
the  force  of  its  own  gravity.  The 
cloud  collapses  into  a  ball  of 
dense  gas,  reaching  a  tempera¬ 
ture  of  10  million  degrees  Kelvin 
at  the  center,  and  its  hydrogen 
becomes  helium  -  a  process 
called  nuclear  fusion. 

Death  of  a  star 

When  a  star  runs  out  of 
hydrogen,  its  center  shrinks  and 
the  temperature  rises.  Upon 
reaching  350  million  degrees 
Kelvin,  its  helium  fuses  to 
produce  carbon  and  oxygen.  Once 
the  helium  is  spent,  the  star 
throws  off  its  outer  layers  into 
space  and  its  inner  parts  collapse 
to  become  a  white  dwarf. 

A  high-mass  star  continues  to 
fuse  its  carbon  and  oxygen  into 


silicon  and  other  elements, 
developing  an  onion-like  structure 
at  its  center  where  different  types 
of  fusion  take  place.  At  the  outer 
edge  of  the  core,  hydrogen  from 
the  surrounding  stellar  envelope 
becomes  helium.  In  a  layer 
beneath,  the  helium  turns  into 
carbon  and  oxygen  -  a  process 
that  continues  through  other 
layers,  creating  an  iron  core. 

Final  collapse 

The  core  collapses  under  its 
own  weight  and  shrinks  into  a 
ball  of  neutrons  about  15 
kilometers  in  size.  This  begins 
the  supernova. 

As  the  core  collapses,  the  star 
crumples  in  upon  itself,  striking 
the  core,  and  creating  a  shock- 
wave.  The  shockwave  moves 
outward  through  the  star  and 
causes  atoms  to  fuse  and  break 
apart,  creating  chemical  elements 
heavier  than  iron,  and  huge 


amounts  of  energy.  The  shock- 
wave  throws  this  material  out 
into  space. 

In  the  months  after  the  initial 
explosion  of  the  supernova, 
radioactive  elements  -  synthe¬ 


sized  as  the  shockwave  forces 
atoms  together  -  decay,  providing 
more  energy.  The  gases  that  were 
once  the  star  create  a  glowing 
nebula  known  as  a  supernova 
remnant. 


Devastating  effects 

The  amount  of  catastrophic  damage  caused  by  an  astronomical  event  such  as  a 
supernova  makes  it  essential  that  any  star  displaying  supernova-like  tendencies 
is  observed  and  investigated  by  passing  Starfleet 
vessels,  so  that  any  future  danger  is  fully  antici¬ 
pated.  In  2369  the  U.S.S.  Enterprise  NCC-1701-D 
was  sent  to  the  Bersallis  star  system  to  help 
evacuate  Federation  citizens  from  an  outpost  on 
the  third  planet.  The  surface  of  Bersallis  III  was 
being  bombarded  by  violent  firestorms,  which 
occurred  in  a  seven-year  cycle  and  were  caused 
by  solar  flares  reacting  with  the  plasma  in  the 
planetary  atmosphere.  In  2373  the  stranded  star- 
ship  the  U.S.S.  Voyager  NCC-74656  witnessed 
an  unusual  number  of  supernovas  as  a  result 
of  a  civil  war  raging  in  the  Q  Continuum. 


In  2373  a  civil  war  in  the  Q 
Continuum  caused  stars  to  super¬ 
nova  in  the  rest  of  the  Galaxy. 


Violent  firestorms  caused  by  solar 
flares  periodically  swept  over  the 
terrain  of  Bersallis  III. 
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Supernovas 


A  star  is  created  from  a  large  cloud  of  hydrogen  and 
helium  gases.  The  cloud  eventually  collapses  under 
the  weight  of  its  own  gravitational  pressure  into  a 
ball  of  dense  gas.  Its  hydrogen  atoms  are  converted 
to  helium  atoms  via  a  process  called  nuclear  fusion. 


Different  types  of  fusion  take  place  throughout  a  star  as  it  develops 
into  a  layered  structure.  The  hydrogen  at  its  outer  edges  turns  to 
helium.  Underneath  this  layer,  the  helium  is  turned  into  oxygen  and 
carbon.  This  process  continues  until  it  produces  an  iron  core. 


HHeCj 


A  high-mass  star  fuses  iron  atoms  rapidly, 
forming  a  massive  iron  core.  The  core 
collapses  under  its  own  weight  and  the 
star  falls  in  on  itself;  this  creates  a  shock- 
wave,  and  the  star  goes  supernova. 
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Neutron  Stars 

In  2366  astrophysicist  Dr.  Paul  Stubbs, 
assisted  by  the  f/.S.S.  Enterprise  NCC- 
1701-D,  conducted  a  neutronium-decay 
experiment  on  a  neutron  star  in  the 
Kavis  Alpha  Sector.  For  him,  it  was  the 
culmination  of  20  years  of  hard  work. 


Dr.  Paul  Stubbs  was  an  astrophysicist.  He  designed  a  probe  that  could 
be  sent  where  no  one  had  ventured  before:  to  a  neutron  star. 


Neutron  stars  are  some  of 
the  most  exotic  and  bizarre 
celestial  objects  in  the 
universe.  The  early  1930’s 
was  notable  in  human  science, 
because  physicists  discovered 
neutrons.  These  are  the  tiny 
subatomic  particles  that  help 
to  make  up  the  nucleus  of  atoms. 

The  discovery  of  the  neutron 
set  many  scientists  wondering 


whether  it  was  possible  to  build 
an  atom  of  only  neutrons.  It  would 
be  electrically  uncharged  and 
extremely  dense,  and  it  would 
be  very  difficult  to  do,  since 
neutrons  decay  into  other  parti¬ 
cles  if  they  are  not  inside  atoms. 

In  1933  German  astronomer 
Walter  Baade  and  his  Swiss 
collaborator  Fritz  Zwicky  realized 
that,  if  a  star  was  subjected  to 


intense  pressure,  it  might  be 
possible  for  it  to  collapse  into 
a  ball  of  super-dense  neutrons. 
The  only  place  in  the  universe 
where  this  might  take  place  is 
inside  a  supernova  -  a  titanic 
stellar  explosion. 

Stars  generate  energy  by  fusing 
atoms  together.  In  giant  stars 
this  produces  a  wide  variety  of 
chemical  elements,  including  iron. 
Iron  is  almost  impossible  for  the 
star  to  fuse  and  so  it  builds  up 
at  the  center  of  the  star,  like 
ash  at  the  bottom  of  a  fire.  As  it 
accumulates,  gravity  puts  it  under 
pressure  by  pulling  it  inward.  The 


The  sensor  equipment  on  the 
U.S.S.  ENTERPRISE  NCC-1701-D 
monitored  the  star’s  development. 


more  iron,  the  greater  the  force 
of  gravity  it  produces,  and  so 
the  more  pressure  there  is  on  the 
iron  sphere.  The  iron  atoms  resist 
the  pull  of  gravity  until  the  mass 
of  iron  in  the  center  of  the  star 
becomes  at  least  1.4  times 
the  mass  of  the  sun. 

Extreme  gravity 

After  this  point,  the  gravitational 
pressure  is  so  great  that  the 
atoms  are  forced  together.  Elec¬ 
trons  surrounding  the  atomic 
nuclei  are  pushed  inside  them. 
Here  they  combine  with  the 
protons  and  turn  into  neutrons, 
mingling  with  those  already 
inside  the  nuclei.  At  the  end  of 
the  process,  the  iron  core  of  the 
star  has  been  turned  into  a  solid 
mass  of  neutrons.  In  this  way,  a 
neutron  star  is  born.  The  iron  core 
collapses  so  quickly  that  the 
surrounding  star  falls  down  onto 
it.  The  impact  of  the  gas  on  the 
surface  of  the  newly  formed 
neutron  star  starts  the  process 
that  leads  to  the  supernova 
explosion. 


Dr.  Stubbs  toiled  for  20  years  to  create  a  probe  capable  of  withstanding 
a  neutron  star;  the  ‘Egg’  probe  was  the  culmination  of  all  his  efforts. 


The  basics 

Neutrons  are  an  essential  component  of 
atoms.  The  heart  of  an  atom  is  the  nucleus; 
this  is  where  protons  and  neutrons  are  found. 
The  protons  are  positively  charged,  and  their 
number  gives  the  atom  its  chemical  identity, 
such  as  hydrogen,  oxygen,  iron,  etc.  The 
neutrons  act  like  glue,  and  hold  the  nucleus 
together.  Although  most  of  the  mass  in  an 
atom  is  contained  in  the  nucleus,  it  is  tiny 
compared  to  the  atom  itself.  This  is  because 
surrounding  the  nucleus  is  the  other  essential 
component  of  an  atom:  a  cloud  of  electrons. 


Dr.  Stubbs  and  Wesley  Crusher 
made  a  final  inspection  of  the 
‘Egg’  probe. 
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NeutronStaPS  i 

I 


Neutron  stars  were  first  detected  by  From  the  viewscreen  of  the  U.S.S.  ENTERPRISE  The  gravitational  pull  of  the  neutron  star  is 

astronomers,  who  used  a  radio  telescope  NCC-1701-D,  the  neutron  star  was  encircled  by  the  so  strong  that  the  gases  found  within  nearby 

to  scan  the  sky.  gases  that  drifted  toward  it  from  other  stellar  bodies.  stars  are  drawn  toward  it  over  vast  distances. 


After  a  flurry  of  theoretical  work 
on  neutron  stars  in  the  1930’s, 
interest  in  them  declined  for  a 
while,  because  astronomers 
swiftly  realized  that  neutron 
stars  would  be  tiny,  perhaps 
only  10  kilometers  across.  There¬ 
fore  they  would  not  be  able  to  give 
out  much  light  and  so,  with  the 
instruments  of  the  time,  would 
be  all  but  undetectable. 

That  changed  dramatically  in 
1967,  when  astronomers  at  the 
University  of  Cambridge,  England, 
were  using  a  newly  invented  type 
of  radio  telescope,  the  interferom¬ 
eter.  Puzzlingly,  they  detected  a 
regular  pulse  from  space,  and  at 
first  thought  it  was  a  beacon  from 
an  extraterrestrial  civilization,  and 
wondered  if  they  had  made  first 


contact.  But  they  soon  realized 
that  they  had,  in  fact,  picked  up 
electrical  pulses  from  a  spinning 
neutron  star.  They  called  them 
pulsars  and,  at  last,  astronomers 
had  a  way  to  detect  and  study 
these  minuscule  stellar  cadavers. 

Close  encounters 

Intense  scientific  research 
has  followed  neutron  stars  ever 
since,  and  in  the  24th  century 
they  continued  to  fascinate. 
Unlike  their  earlier  counterparts, 
modern  scientists  had  Starfleet 
at  their  disposal  to  assist  them; 
they  could  now  travel  to  neutron 
stars  for  examination. 

On  Stardate  43125.8,  in 
the  Kavis  Alpha  Sector,  Dr.  Paul 
Stubbs  was  aboard  the  U.S.S. 


Enterprise  NCC-1 701-D  to  study 
the  eruption  of  a  neutron  star  in  a 
binary  star  system.  Such  systems 
are  known  as  x-ray  binaries;  they 
occur  when  the  other  star  swells 
at  the  end  of  its  life,  becoming  so 
bloated  that  the  gravitational  field 
of  the  neutron  star  can  pull  gas 
from  it.  The  stolen  gas  spirals 
around  the  neutron  star,  falling 
so  quickly  that  it  heats  up  to  over 
a  billion  degrees  Kelvin,  and  gives 
out  x-rays. 

When  the  gas  strikes  the 
neutron  star,  it  is  held  rigidly  to 
the  surface,  and  accumulates. 

In  the  intense  gravitational  field 
of  the  neutron  star,  when  enough 
gas  collapses  together,  it  ignites 
in  a  brief  but  intense  burst  of 
nuclear  fusion.  Eruptions  often 


take  place  at  highly  regular 
intervals,  because  matter  from 
one  star  streams  onto  the  other 
in  a  steady  flow. 

In  the  case  of  the  Kavis  Alpha 
Sector,  the  period  between 
outbursts  is  196  years.  Stubbs 
spent  20  years  preparing  for 
the  latest  eruption,  and  came 
to  think  of  the  star  system  as 
the  interstellar  equivalent  of 
Earth’s  Old  Faithful.  He  wanted 
to  study  the  decay  of  neutronium, 
the  neutron  matter  thrown  into 
space  by  the  eruption. 

Although  the  Enterprise  was 
temporarily  disabled,  the  starship 
was  fully  functional  by  the  time 
the  eruption  took  place,  and  Dr. 
Stubbs  made  his  observations 
without  a  hitch. 


Extinctive  explosions 

will  destroy  the  atmospheres  of  nearby  worlds,  killing 
most  -  if  not  all  -  of  the  life  on  those  worlds.  Some 
scientists  speculate  that  some  of  the  five  mass 
extinctions  during  Earth’s  history  could  have  been 
caused  by  the  energy  from  colliding  neutron  stars. 


It  is  possible  for  two  neutron  stars  to  be  caught  in 
orbit  around  each  other,  but  they  will  inexorably  spiral 
into  one  another.  When  they  collide,  they  will  release 
so  much  energy  that  powerful  gamma  rays  will 
explode  throughout  space.  These  gamma  rays 


La rm 

Two  stars  locked  in  orbit  about  each  other  will  The  Kavis  Alpha  sector  was  the  birthplace  A  neutron  star  was  observed  from  the  bridge 

often  collide,  with  lethal  consequences.  of  a  rare  phenomenon:  a  neutron  star.  of  the  U.S.S.  ENTERPRISE  NCC-1701-D. 
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Briefing:  Stellar  Phenomena 


Cosmic  Strings 

Cosmic  strings  are  extremely  rare  deformities 
to  the  space-time  continuum.  The  U.S.S.  Enterprise  NCC-1 701-D 
had  a  potentially  dangerous  encounter  with  such  a  fragment  in  2367. 


A  filament  of  cosmic  string  possesses  near-infinite  density  and  can  have  a 
gravitational  pull  on  several  stars,  despite  being  only  as  wide  as  a  proton. 


The  wake  of  a  gravity  string  fragment  was  observed  by  Ensign  Allenby 
and  Lt.  Commander  Data  of  the  U.S.S.  ENTERPRSISE  NCC-1 701-D. 


Throughout  the  known 
universe,  the  space-time 
continuum  is  a  featureless, 
smooth  fabric  within  which 
celestial  objects,  such  as  planets, 
stars,  entire  galaxies,  and  even 
the  smallest  starships,  reside. 

Any  object  in  the  space-time 
continuum  gently  deforms  it.  This 
deformation,  the  amount  of  which 
depends  upon  the  mass  of  the 


object,  creates  the  force  of 
gravity  through  which  it  attracts 
other  objects. 

The  effect  is  rather  like  placing 
a  heavy  object  on  a  rubber 
tabletop.  The  tabletop  sags,  and 
any  smaller  objects  nearby  will  roll 
inward,  toward  the  large  one.  This 
deformation  is  known  as  space- 
time  curvature;  its  existence 
allows  starships  to  travel  at  warp 


speed.  In  the  mid-21st  century 
Zefram  Cochrane  developed 
continuum  distortion  propulsion, 
known  as  warp  drive  because  of 
the  way  the  energy  field  distorts 
the  space-time  continuum.  But,  as 
well  as  gentle  curvature,  disconti¬ 
nuities  can  also  be  found  in  the 
space-time  continuum.  These 
sudden  changes  in  the  properties 
of  the  continuum  can  present  a 


danger  to  objects  traveling 
through  space.  One  such  disconti¬ 
nuity  is  known  as  a  cosmic  string. 

Space  deformed 

To  understand  what  a  cosmic 
string  does  to  space-time,  imagine 
that  the  presence  of  several 
celestial  objects  cause  it  to  curve 
rather  like  a  range  of  rolling  hills. 
The  celestial  objects  cause  the 
valleys;  the  hill  tops  represent  the 
regions  of  empty  space.  A  cosmic 
string  is  the  equivalent  of  a 
sudden,  unexpected  ravine. 

Cosmic  strings  are  truly 
primeval  objects,  having  been 
formed  just  a  minuscule  fraction 
of  a  second  after  the  origin  of  the 
universe.  At  the  time  of  the  big 
bang,  the  universe  was  unimagin¬ 
ably  hot  and  filled  with  extremely 
large  amounts  of  energy.  Atoms 
did  not  -  indeed,  they  could  not 
-  exist,  and  the  four  forces  of 
nature  were  incapable  of  being 
separated;  gravity,  electro¬ 
magnetism,  and  two  forces 
that  govern  the  makeup  and 
interaction  of  atomic  nuclei  were 


Returning 

home 


The  U.S.S.  Enterprise  NCC- 
1701-D’s  encounter  with  a  cosmic 
string  fragment  in  2367  resulted 
in  the  discovery  of  a  new  life 

form;  these  two-dimensional  beings  were  trapped  in  our 
three-dimensional  universe.  The  Enterprise  successfully 
guided  them  back  to  their  native  environment  by  repli¬ 
cating  the  harmonics  produced  by  the  atomic  decay 
occurring  within  the  cosmic  string. 


The  two-dimensional  life 
forms  were  likened  to 
bio-luminescent  plankton. 


The  ENTERPRISE  guided  the 
beings  home  using  the 
cosmic  string’s  harmonics. 
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quite  indistinguishable.  Gravity 
was  the  first  force  to  become 
distinct  and,  as  a  result  of  this 
and  the  vast  amount  of  energy 
that  space-time  contained, 
microscopic  black  holes  began 
springing  into  existence  all  over 
space.  They  were  highly  unstable, 
however,  and  exploded  very 
shortly  after  their  formation; 
instead  of  resembling  a  flat  sheet 
of  paper,  the  universe  was  like  a 
piece  of  paper  that  has  been 
screwed  up  into  a  ball. 

The  three  other  combined 
forces,  known  as  the  grand  unified 
force,  broke  up  soon  afterward. 
This  separation  forced  the  space- 
time  continuum  to  take  on  the 
properties  that  it  has  retained 
to  the  present  day.  Before  the 
breakup  of  the  grand  unified 
force,  the  space-time  continuum 
contained  a  lot  of  energy.  This 
was  lost  as  the  division  took 
place;  the  universe  today  is 
a  place  where  the  space-time 
continuum  is  in  a  low  energy 
state.  However,  this  low-energy 
state  is  not  uniform  everywhere. 

Different  properties 

To  use  an  analogy,  it  is  fairly 
common  knowledge  that  no  two 
snowflakes  are  alike;  they  all 
have  different  properties,  yet  all 
are  made  of  crystallized  water 
and  hence  behave  exactly  the 


same  as  one  another.  In  a  similar 
way,  the  properties  of  the  space- 
time  continuum  can  be  different, 
and  yet  it  all  behaves  in  the 
same  way. 

The  only  time  any  difference  will 
be  noticed  is  when  the  boundary 
is  crossed.  As  the  space-time 
continuum  collapsed  into  its  low 
energy  states,  it  was  possible  for 
a  thin  line  to  be  forced  to  remain 
at  high  energy.  This  line  of  high 
energy  is  known  as  a  cosmic 
string.  It  behaves  as  if  it  is  very 
massive  because  it  still  contains 
so  much  energy.  In  fact,  a  one- 
meter  length  of  cosmic  string 
could  behave  as  if  it  contains  as 
much  mass  as  the  entire  Earth. 
The  strings  are  so  thin,  however, 
that  they  are  many  billions  of 
times  smaller  than  the  diameter 
of  a  typical  atomic  nucleus.  This 
makes  them  difficult  to  detect. 

Inflating  universe 

Cosmic  strings  are  very  rare 
because,  as  the  grand  unified 
force  broke  up,  the  energy  that 
had  once  been  contained  by 
the  space-time  continuum  was 
released,  and  this  caused  the 
universe  to  suddenly  expand  by 
many  billions  of  times  in  a  micro¬ 
scopic  fraction  of  a  second.  This 
expansion,  known  as  inflation, 
caused  the  cosmic  strings  to 
be  driven  very  far  apart.  In  fact, 


cosmic  strings  are  so  rare  in  the 
universe  that  most  galaxies  will 
not  contain  them. 

As  well  as  producing  one-dimen¬ 
sional  cosmic  strings,  the  same 
processes  may  have  produced  a 
discontinuous  surface  known  as 
a  domain  wall,  or  a  bubble  of 
high-energy  space-time  known 
as  a  texture.  It  is  also  possible 
to  force  a  minuscule  point  of 
space-time  to  retain  its  high 
energy,  and  this  is  known  as  a 
magnetic  monopole.  Again,  like 
cosmic  strings,  all  these  related 
objects  will  be  very  rare. 

Conventional  scientific  wisdom 
held  that  cosmic  strings  could 
only  exist  as  oscillating  loops  or 
infinitely  long  strands,  and  yet, 
on  Stardate  44359.5,  the  U.S.S. 
Enterprise  NCC-1701-D  chanced 
upon  a  cosmic  string  fragment 
that  was  home  to  a  school  of  two- 
dimensional,  spaceborne  beings. 
Although  only  107km  long,  the 
fragment  produced  the  gravita¬ 
tional  field  of  100  stars.  The 


incident  nearly  led  to  disaster 
when  the  Enterprise  was  acciden¬ 
tally  dragged  toward  a  destructive 
encounter  by  beings  who  were  on 
a  heading  for  the  cosmic  string 
fragment.  The  Enterprise  was 
saved  from  disaster  when  Chief 
Engineer  Geordi  La  Forge, 
inspired  by  a  suggestion  from 
Lt.  Commander  Data,  simulated 
the  characteristic  set  of  subspace 
vibrations  of  the  cosmic  string, 
which  were  produced  by  particles 
decaying  along  its  event  horizon. 
This  simulation  caused  the  beings 
to  arrest  their  headlong  rush  and 
allowed  the  Enterprise  to  escape. 


The  computer  systems  of  the  U.S.S.  ENTERPRISE  NCC-1701-D  processed 
information  from  the  sensors  to  form  a  visual  of  the  ENTERPRISE  and 
its  trajectory  through  the  cosmic  strings. 


The  viewscreen  of  the  ENTERPRISE  displayed  a  fragment  of  a  cosmic 
string which  was  in  reality  more  than  107  kilometers  long. 


New  encounters 

In  2367  cosmic  string  fragments  were  a  very  rare  sight 
in  the  Galaxy,  which  prompted  the  U.S.S.  Enterprise 


NCC-1 701-D  to  investigate  the  phenomenon.  In  so  doing 
it  also  discovered  a  new  life  form  -  a  two-dimensional 
being  in  three-dimensional  space. 
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Briefing:  Stellar  Phenomena 


The  Protouniverse 


Starfleet  has  discovered  many  different  kinds  of  spatial  realms,  from  parallel 
universes  to  quantum  realities.  In  2370  the  staff  of  Deep  Space  Nine  discovered 

a  miniature  universe  developing  before  their  eyes. 


Many  scientific  wonders 
and  phenomena  have 
been  cataloged  through 
Federation  research  and 
exploration;  new  discoveries  are 
made  every  day,  adding  to  the 
sum  total  of  human  -  and 
humanoid  -  knowledge. 

In  2370  a  routine  trip  into 
the  Gamma  Quadrant  heralded 
another  find:  an  entire  universe 
in  the  earliest  stages  of  its  forma¬ 
tion.  This  protouniverse,  as  it  was 
dubbed  by  Lt.  Commander  Jadzia 
Dax  of  Deep  Space  Nine,  was 
initially  identified  as  a  subspace 
interphase  pocket;  its  exact 
nature  could  not  be  defined  by 
Starfleet  sensors.  Collision  with 
such  a  pocket  causes  a  violent 
loss  of  stability  aboard  small 
vessels,  resulting  in  a  power  loss 


of  up  to  50  percent  and  damage 
to  the  warp  nacelles. 

The  universe  was  created 
from  a  kind  of  energy  mass,  or 
‘subspace  seaweed,’  snagged 
onto  the  warp  nacelle  of  the 
U.S.S.  Mekong  NCC-72617  as 
it  passed  through  the  pocket.  It 
was  not  possible  to  manually 
detach  this  mass  from  the  hull. 

Universe  in  a  bubble 

When  placed  in  a  containment 
field,  the  protouniverse  resembled 
a  swirling  blue  cloud,  much  like 
the  Milky  Way  galaxy  when  seen 
from  a  great  distance.  It  was 
represented  on  computer  read¬ 
outs  as  a  ‘bubble’  in  a  state  of 
constant  flux.  If  accidentally 
released  from  containment,  the 
protouniverse  would  take  the  form 


When  the  MEKONG  runabout  collided  with  a  subspace  interphase  pocket 
in  the  Gamma  Quadrant,  sensor  information  revealed  that  an  energy  mass 
-  a  protouniverse  -  had  become  lodged  on  the  ship’s  warp  nacelle. 


Upon  returning  through  the 
wormhole  to  the  Alpha  Quadrant, 
Dax  and  her  Trill  initiate  Arjin 
reported  the  damage  caused  by 
the  protouniverse  attached  to 
the  MEKONG’S  warp  nacelle. 


The  crew  of  DEEP  SPACE  NINE 
secured  the  protouniverse  in  a 
science  lab  on  the  station,  and 
had  to  make  some  hard  choices 
about  what  to  do  next. 


The  protouniverse  was  initially  believed  to  be  an  insignifi¬ 
cant,  though  interesting,  mass  of  energy,  but  its  true  nature 
was  discovered  on  closer  examination  by  Lt.  Commander 
Jadzia  Dax.  When  Dax’s  findings  were  announced  in  a 
briefing  with  the  senior  crew  of  Deep  Space  Nine ,  they  were 
met  with  reactions  of  fascination  and 
curiosity.  The  potential  danger  posed  by 
the  protouniverse  was  soon  realized.  The 
phenomenon  developed  and  expanded  in 
periods  spaced  approximately  five  hours 
apart,  at  a  growth  rate  of  300  percent. 

Another  example  of  rapid  evolutionary 
development,  also  witnessed  in  the  Alpha 
Quadrant,  was  the  creation  of  the  Genesis 
Planet  via  the  Genesis  Device.  In  common 
with  the  protouniverse,  this  world’s  rapid 
evolution  had  violent  consequences.  The 
Genesis  Planet  rapidly  self-destructed  as  a 
result  of  the  side  effects  of  using  unstable 
protomatter,  and  the  fast  expansion  of  the 
protouniverse  threatened  the  entire  Alpha 
Quadrant. 


Rapid  and  volatile  evolution 
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The  Protounivense 


The  protouniverse  caused  concern,  especially  Jadzia  Dax  was  forced  to  slow  her  runabout’s  progress  Jadzia  and  Arjin  remained  calm  as  they 

when  its  rate  of  growth  compromised  the  hull  when  verteron  nodes  inside  the  wormhole  caused  severe  piloted  around  the  verteron  nodes,  in  spite 

and  exposed  the  science  lab  to  space.  energy  fluctuations  to  occur  within  the  protouniverse.  of  the  threat  posed  by  the  protouniverse. 


of  a  brilliant  shaft  of  blue  light. 

The  phenomenon  was  highly 
structured,  but  did  not  appear 
to  conform  to  any  known  laws  of 
nature  or  physics;  various  tech¬ 
niques  were  employed  to 
determine  its  makeup,  including 
a  gravimetric  microprobe  set  up 
to  calibrate  the  energy  profile, 
and  a  phase  variance  analysis. 
When  the  EM  flux  was  finally  able 
to  be  read,  it  revealed  high 
plasma  concentrations  in  a  rapidly 
expanding  mass  -  a  very  specific 
growth  pattern  that  the  computer 
recognized  as  that  of  a  universe. 

Rapid  growth 

The  mass  underwent  phased 
expansions  at  a  rapid  rate.  The 
protouniverse’s  thermodynamic 
structure  also  changed,  and  this 
could  be  measured  by  a  quanto- 


meter  probe  with  the  energy  flux 
resolution  set  to  0.1  microdynes. 
The  high-resolution  energy  scan 
revealed  a  localized  entropy 
decrease  of  12  per  cent  over  15 
minutes.  The  only  conclusion  that 
could  be  drawn  from  this  result, 
together  with  the  mass’s  non- 
random  thermodynamics  and 
irregular  power  consumption,  was 
that  it  contained  life. 

Life  forms,  and  even  entire  civi¬ 
lizations,  are  capable  of  forming 
inside  a  protouniverse.  This 
development  is  theorized  to  be 
very  different  to  that  of  simple 
organisms  such  as  bacteria,  as 
the  time  scale  in  the  protouni¬ 
verse  could  theoretically  be 
completely  out  of  sync  with  that  in 
the  ‘outside’  universe.  A  couple  of 
hours  in  ‘real  time’  might  be  the 
equivalent  of  billions  of  years 


passing  inside  the  phenomenon, 
covering  the  entire  evolution  of 
several  new  species. 

Taking  it  home 

Rather  than  destroy  the 
protouniverse  -  and  any  life  that 
had  evolved  within  it  -  before  its 
increasing  mass  could  destroy  the 
station,  the  crew  of  Deep  Space 
Nine  decided  to  move  it  back  to 
its  original  position  on  the  other 
side  of  the  Bajoran  wormhole. 

The  energy  buildup  interfered 
with  the  transporter  process,  as 
the  phase  variances  confused  the 
system.  But  a  more  hazardous 
problem  was  posed  by  the  interac¬ 
tion  of  the  verteron  nodes  with 
the  protouniverse’s  energy  fluctua¬ 
tions;  the  resulting  chain  reaction 
would  be  powerful  enough  to 
destroy  a  huge  area  of  space. 


The  protouniverse  was  never¬ 
theless  beamed  aboard  the 
Mekong  for  passage  back  to  the 
Gamma  Quadrant.  Each  time  the 
ship  passed  through  one  of  the 
verteron  nodes  inside  the  worm- 
hole,  there  was  resonance 
leakage  from  the  energy  mass, 
which  disrupted  the  containment 
field  and  made  the  protouniverse 
ever  more  unstable.  Only  preci¬ 
sion  flying  through  the  wormhole, 
which  has  never  before  been 
tried,  safely  returned  the  phenom¬ 
enon  to  its  original  birthplace. 

It  is  unknown  if  the  Federation 
discovered  further  protouniverses, 
but  more  intensive  research  into 
the  phenomenon  has  undoubtedly 
been  conducted.  After  all,  it 
encapsulates  both  the  new  life 
and  new  civilizations  that  Starfleet 
is  charged  with  seeking  out. 


The  protouniverse  was  initially  held  safely  Jadzia’ s  revelation  that  the  protouniverse  could  support  Captain  Sisko  was  forced  to  ponder  whether 

within  a  forcefield,  but  its  rapid  rate  of  expan ■  life  threw  the  crew  of  DEEP  SPACE  NINE  into  turmoil,  and  he  had  the  right  to  insure  the  survival  of  his 

sion  was  sufficient  enough  to  disable  the  field.  removed  the  possibility  of  simply  destroying  the  anomaly.  own  universe  at  the  expense  of  another. 
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The  EMH  was  impervious  to  the 
creature’s  telepathic  powers ,  and 
Naomi  was  immune  because  she 
did  not  wish  to  return  to  Earth 
and  leave  VOYAGER. 


The  bioplasmic  organism  encountered 
by  the  C/.5.5.  Voyager  NCC-74656  crew 
in  2375  could  fool  unwary  travelers 
with  its  telepathic  projections. 

But  one  solitary  humanoid  had 
devoted  his  life  to  destroying  it. 


The  bioplasmic  organism  was 
enveloped  by  an  immense 
plasma  cloud  that  provided 
it  with  protective  camouflage. 
Little  is  known  about  this  Delta 
Quadrant  life  form;  it  was  esti¬ 
mated  to  be  in  excess  of  200,000 
years  old,  although  its  true  point 
of  origin  remained  unknown.  Many 
who  have  fought  and  lost  to  the 
organism  attribute  a  diabolical 
intelligence  to  its  actions,  but 
scientific  opinion  holds  that  it 
merely  acts  on  a  particularly 
complicated  set  of  biological 
instincts  and  is  not  fully  sentient. 

Beneath  its  cloud  cover,  the 
creature  itself  is  huge  -  an 
estimated  2,000  kilometers  in 
diameter  -  wide  enough  to  engulf 
most  starships  through  the  vast 
maw  at  its  front  with  little  effort. 

It  is  grayish-purple  in  color,  and 
roughly  circular  in  shape,  with 
fore  and  aft  projections.  Inside, 
immense  connective  fibers 
conduct  a  vast  network  of  neural 
pathways;  synaptic  discharges  of 
bioplasmic  energies  arc  across 
the  body  cavities. 

Neurogenic  telepathy 

The  life  form  is  omnivorous, 
consuming  biomatter  and  anti¬ 
matter  alike  to  sustain  its 
existence.  Over  the  centuries, 
it  has  developed  a  technique  of 
using  psychogenic  manipulation 
to  lure  space  travelers  into  its 
vicinity  by  projecting  images  of 
whatever  they  desire  most:  a 
fortune  at  their  fingertips;  the 
return  of  a  loved  one;  power 


and  prestige.  All  of  these  visions 
have  proved  effective  ‘bait’  for  the 
organism. 

At  first,  these  visions  are  subtle 
and  plausible.  Knowledge  drawn 
from  the  victim’s  own  mind  is 
used  to  provide  a  rationale  for 
unlikely  events,  overcoming 
even  the  most  skeptical  of 
observers.  As  the  travelers  enter 
the  creature's  body,  however,  a 
neurogenic  telepathy  field  renders 
them  unconscious,  eliminating  any 
possibility  of  resistance. 

The  dreams  start  to  intensify, 
allowing  the  hapless  victims  to 
spend  their  last  hours  of  life  in 
a  state  of  bliss,  while  their  ships 
and  bodies  are  slowly  digested. 
The  first  casualty  is  the  ship’s 
primary  power  systems,  then  the 
shield  generators,  and  then  the 
hull  itself  is  progressively  demole- 
cularized  by  the  organism’s 
phenomenal  digestive  system. 

Once  the  hull  is  breached,  the 
crew  can  be  absorbed  in  mere 
moments.  The  creature  has  a 
further  tactic  at  its  disposal  if 
its  psychological  deception  fails: 
searing  bioplasmic  energy  blasts 
can  be  directed  at  any  ship  that 
resists  the  creature’s  siren  call. 

Quest  for  vengeance 

The  creature  had  a  nemesis:  an 
obsessed  avenger  named  Qatai. 
His  hunt  began  in  2336,  when  the 
starship  Nokara,  crewed  by  nearly 
3,000  members  of  Qatai’s  race, 
was  lured  into  the  organism  and 
devoured. 

On  Stardate  52542,  while 
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had 
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Bioplasmic  Organism 


Qatai  piloted  his  small  vessel  into  the  heart  The  creature  used  its  bioplasmic  discharges  to  target  The  astrometrics  lab  on  VOYAGER  created 

of  darkess:  the  center  of  the  beast.  those  who  did  not  succumb  to  its  psychogenic  attack.  a  view  of  the  organism’s  exterior. 


searching  for  a  way  back  to  the 
Alpha  Quadrant,  the  crew  of 
the  U.S.S.  Voyager  NCC-74656 
encountered  sensor  readings 
which  indicated  a  wormhole  that 
would  take  them  directly  back 
to  Earth.  They  were  initially 
skeptical  of  such  an  unlikely 
phenomenon,  but  still  launched 
a  probe,  whose  telemetry  indi¬ 
cated  that  the  wormhole  was  an 
elaborate  deception.  When  they 
moved  closer  to  investigate,  the 
crew  fell  under  the  influence  of 
the  creature’s  telepathic  powers 
They  imagined  transmissions 


from  Starfleet,  welcoming  them 
back,  and  even  received  letters 
from  home  -  communications 
promising  them  prestigious  posi¬ 
tions,  accolades,  and  reunions 
with  loved  ones,  if  they  would 
only  go  through  the  wormhole. 

Young  hero 

Only  three  of  Voyager’s  crew 
resisted  the  beast’s  manipula¬ 
tions:  the  EMH,  who  as  a 
hologram  was  immune  to 
telepathy,  Seven  of  Nine, 
and  Naomi  Wildman,  both  of 
whom  were  ambivalent  about 


the  idea  of  returning  to  Earth. 

Concerned  that  the  crew  were 
ignoring  obvious  signs  of  a 
deception,  Seven  analyzed  the 
‘wormhole,’  and,  detecting  a 
trapped  vessel  within,  made 
contact  with  Qatai,  who  warned 
her  away  from  the  creature.  She 
communicated  this  message  to 
Tuvok,  but  even  his  Vulcan  logic 
was  overwhelmed  by  the  lure 
of  the  creature’s  visions. 

Sensing  resistance,  the  entity 
arranged  for  the  other  Voyager 
personnel  to  deactivate  the 
Doctor  and  place  Seven  of  Nine 


in  stasis.  Fortunately,  it  took  no 
direct  action  against  Naomi,  and 
later  the  young  girl  succeeded 
in  reviving  Seven  after  the  rest 
of  the  crew  fell  unconscious. 
Seven  and  the  Doctor  made 
contact  with  Qatai  and 
formulated  a  stratagem  that 
involved  combining  both  ships’ 
weapons  systems  to  generate 
energies  unpalatable  to  the  crea¬ 
ture,  forcing  it  to  ‘vomit’  Voyager 
and  Qatai’s  vessel  back  into  open 
space.  The  plan  was  successful, 
and  Voyager  escaped  the 
organism’s  clutches. 


Psychogenic  manipulation 


As  part  of  the  bioplasmic  organism’s 
deception,  it  caused  the  crew  of  the 
U.S.S.  Voyager  NCC-74656  to  imagine 
that  they  had  received  messages  from 
their  friends  and  loved  ones  on  Earth, 
making  them  especially  eager  to  enter 
the  false  wormhole.  Captain  Kathryn 
Janeway  learned  from  her  former 
fiance  that  his  engagement  to 
someone  else  had  been  broken 
off;  Commander  Chakotay  was 
offered  a  full  pardon,  reinstatement 
at  Starfleet,  and  the  Chair  of  Anthro¬ 
pology  at  Starfleet  Academy;  Tom 
Paris  was  promised  a  job  as  a  test 
pilot  at  a  new  center  in  Australia;  and 
Neelix  was  given  an  ambassadorial 
post.  Even  Annika  Hansen  -  Seven  of 
Nine  -  was  tempted  by  the  prospect 
of  being  reunited  with  an  aunt,  but  her 
fear  of  rejection  meant  that  she  was 
not  as  prone  to  the  psychogenic 
manipulation  as  her  crewmates. 


The  organism  used  psychogenic 
manipulation  to  seduce  the  crew  into 
thinking  they  had  contacted  Starfleet. 


Qatai  and  Seven  of  Nine  worked  together  to  devise 
a  plan  to  free  themselves  from  the  organism. 


Seven  of  Nine  used  the  astrometrics  lab  to  chart 
VOYAGER’S  route  through  the  creature. 
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Briefing:  Stellar  Phenomena 


Gravity  Sinkhole 

Like  a  whirlpool  in  the  fabric  of  space, 
the  gravity  sinkhole  actually  draws  ships 
into  a  miniature  solar  system,  adrift  from 
the  known  universe. 


The  gravity  sinkhole  discovered  on  Stardate  54238  in  the 
Delta  Quadrant  appeared  as  a  swirling  mass  of  energy. 

The  horizon  from  the  sinkhole,  and  the  only  escape  route  for 
stranded  individuals,  was  visible  from  the  planet  surface. 


Gravity  sinkholes  are  variants 
of  the  black  hole  space 
phenomena.  A  gravity  sink¬ 
hole  is  formed  during  the 
course  of  stellar  evolution,  arising 
as  nuclear  fuels  which  are 
exhausted  in  the  core  of  a  star 
when  the  pressure  associated 
with  their  heat  is  no  longer  avail¬ 
able  to  resist  the  contraction  of 
the  core  to  ever  higher  densities. 
This  generates  an  extremely 
dense  celestial  body  with  a  gravi¬ 
tational  field  so  strong  that,  if  the 
body  is  large  enough,  nothing - 
including  electromagnetic  radia¬ 
tion  -  can  escape  from  its  vicinity. 

The  event  horizon 

The  body  is  surrounded  by 
a  spherical  boundary  called  a 
horizon,  through  which  light  and 
matter  can  enter  but  not  escape; 
as  a  result,  it  usually  appears 
to  be  totally  black.  According  to 
Einstein’s  general  theory  of 
relativity,  gravitation  severely 
modifies  space  and  time  near 
a  black  hole.  As  the  horizon  is 
approached  from  outside,  time 
slows  down  relative  to  that  of 
distant  observers,  stopping 
completely  on  the  horizon. 


The  specific  gravity  sinkhole 
discovered  in  the  Delta  Quadrant 
on  Stardate  54238  is  clearly 
anomalous,  as,  although  generally 
imperceptible,  it  exhibits  visible 
radiation  signatures  at  its 
threshold  when  matter  is  drawn 
into  its  grasp.  Furthermore,  the 
time-distortion  effect  follows  a 
different  pattern,  accelerating 
rather  than  decelerating  relative 
to  the  exterior  observer.  Neverthe¬ 
less,  it  has  sufficient  properties 
in  common  with  a  black  hole  to 
be  a  clear  variant  of  it. 

The  gravity  sinkhole  is  approxi¬ 
mately  600  meters  in  diameter, 


and  is  out  of  phase  with  normal 
space.  Even  extensive  recalibra¬ 
tion  barely  enabled  it  to  register 
on  the  sensors  of  the  U.S.S. 
Voyager  NCC-74656.  A  severe 
gravimetric  shear  is  the  first  and 
only  warning  unwary  starships 
have  as  they  are  drawn  inexorably 
into  its  grasp.  Smaller  ships  have 
no  opportunity  for  escape;  larger 
ones  may  have  the  power,  given 
the  relatively  small  diameter  of 
this  specific  phenomenon,  but 
few  captains  would  have  the  wits 
to  devise  a  solution  in  the  few 
seconds  they  have  before  their 
capture  is  complete. 


A  glowing  yellow-orange  spiral 
flares  for  a  moment  in  the  black¬ 
ness  of  space,  and  then  the  ship 
is  gone.  Those  vessels  that 
survive  the  transition  are  often 
so  severely  damaged  by  the  sink¬ 
hole’s  distortion  field  that  the 
pilots  are  left  with  little  control. 
They  emerge  like  blazing  comets 
through  a  blue  vortex  into  the  sky 
of  a  desert  planet,  and  crash  onto 
the  inhospitable  sands  below. 

Window  to  a  world 

The  sinkhole  contains  a  Type-G 
sun  and  three  planets,  only  one 
of  which  is  inhabited  by  refugees, 


A  small  solar  system  was  revealed  to  exist  The  only  habitable  planet  within  the  sinkhole  possesses  Another  vessel  sucked  into  the  gravity  sink- 

wit  bin  the  confines  of  the  gravity  sinkhole.  an  arid,  desert  terrain  and  is  rated  Ciass-D.  hole  appeared  as  a  burning  streak  in  the  sky. 
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as  the  exit  point  of  the  sinkhole 
opens  directly  into  its  atmos¬ 
phere.  No  ship  has  survived 
undamaged  to  explore  the  other 
two  worlds.  Representatives  of  at 
least  two  Delta  Quadrant  species 
are  marooned  on  the  sinkhole 
planet. 

Ordinarily,  life  is  harsh  but 
possible  on  the  desert  planet, 
but  although  the  pocket  universe 
has  been  stable  for  a  long  time 
the  gravitational  forces  are 
increasing  as  it  reaches  the  end 
of  its  expansion/contraction  cycle. 

The  gravity  sinkhole’s  distortion 
field  inhibits  communications  with 
the  outside  universe;  even  those 
ships  fortunate  enough  to  have 
working  communicators  after  their 
rough  arrival  find  that  their  signals 
are  merely  reflected  back  at  them. 
Inside  the  sinkhole,  time  is 
distorted  by  a  ratio  of  0.4744 
seconds  per  minute,  so  that 
subjectively  a  two-month  period 
inside  the  sinkhole  universe  is 
equivalent  to  just  over  two  days 
to  an  external  observer. 

This  inability  to  communicate 
with  the  outside,  combined  with 
the  temporal  distortion  effect, 
leads  survivors  to  believe  that 
they  have  been  stranded  for 
periods  of  up  to  14  years  -  which, 
subjectively,  they  have  -  and  that 
their  governments  have  long  ago 
given  up  hope  of  locating  them. 


Collapsing  a  sinkhole 

In  at  least  one  case,  this  is 
the  truth.  Supervisor  Yost,  of 
Renovation  Team  Nova,  was  a 
member  of  a  species  native  to 
the  region,  and  his  people  have 
had  enough  of  losing  ships  to  the 
sinkhole.  Over  the  course  of  a 
single  year,  11  of  their  vessels 
vanished,  and,  while  his  people’s 
technology  was  not  up  to  rescuing 
travelers  from  the  sinkhole’s  grip, 


The  time  differential  found  within 
the  anomaly  slowed  the  transport 
process  to  more  than  11  seconds. 


they  had  devised  a  method  of 
sealing  the  anomaly  so  that  no 
further  ships  were  lost. 

This  mission  brought  Supervisor 
Yost  into  conflict  with  Voyager,  as 
a  shuttlecraft  containing  two  of 
its  crew  members  was  lost  in 
the  sinkhole  on  Stardate  52438. 
Starfleet  training  and  resources 
insured  Tom  Paris  and  Tuvok’s 
survival,  but  interaction  with 
other  refugees  became  problem¬ 
atic.  They  found  one  ally,  in  the 
form  of  a  woman,  Noss,  but  the 
majority  of  their  fellow  castaways, 
who  belonged  to  the  same 
species  as  Supervisor  Yost, 
were  belligerent  and  hostile  in 
the  extreme,  rendering  any  form 
of  cooperation  impossible. 

Captain  Kathryn  Janeway  was 
forced  into  conflict  with  Super¬ 
visor  Yost,  who  wished  to  seal  off 
the  anomaly  before  Voyager  could 
initiate  a  rescue.  Simultaneously, 
they  had  to  circumvent  the  rules 
of  known  science  in  order  to 
rescue  Tuvok  and  Paris  from 
the  sinkhole.  After  an  uneasy 
standoff  -  which  consumed  two 
months  in  the  sinkhole  universe 
-  Paris,  Tuvok,  and  Noss  were 
rescued  by  Voyager,  moments 
before  the  sinkhole  was  sealed. 

Whether  the  sinkhole  is  plugged 
or  has  collapsed  is  not  presently 
known,  but  the  actions  of  Super¬ 
visor  Yost  and  his  people  have 
condemned  their  lost  compatriots. 


The  scans  from  VOYAGER  revealed  how  entry,  and  thus  escape,  could 
be  made  from  the  gravity  sinkhole. 


The  astrometrics  lab  aboard  the  U.S.S.  VOYAGER  NCC-74G56  was 
available  to  display  highly  detailed  analyses  of  the  gravity  sinkhole. 


Sealing  the  hole 

Supervisor  Yost  arrived  at  the  sinkhole  with  a  single  objective:  to  destroy  the 
anomaly  that  posed  an  inconvenience  to  all  traveling  that  area  of  space.  He  wanted 
to  fire  an  anti-graviton  beam  into  the  heart  of  the  sinkhole,  which  the  Voyager  crew 
estimated  would  close  the  rift  within  29  minutes. 


Supervisor  Yost  was  determined  to  seal  the  sinkhole  Yost’s  plan  to  seal  the  gravity  sinkhole  involved 

after  his  people  had  lost  11  vessels  to  it.  directing  an  anti-graviton  beam  toward  the  anomaly. 
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Briefing:  Stellar  Phenomena 


Astral  eddies  always  present  a  danger  to 
starship  vessels,  but  the  f/.S.S.  Voyager 
NCC-74656  was  almost  destroyed  in  2373 
when  it  encountered  one  that  emitted  a 
plasma  particle  wake. 


Astral  eddies  are  unpre¬ 
dictable  space  phenomena 
that  are  formed,  apparently 
randomly,  by  a  rare  conflu¬ 
ence  of  space  and  subspace. 

They  are  composed  of  highly 
charged  plasma  and  in  2373 
constituted  a  double-edged 
sword  for  the  U.S.S.  Voyager 
NCC-74656;  they  provided  a 
much-needed  source  of  energy  for 
the  stranded  ship,  but  they  also 
had  the  potential  to  destroy  it. 

Dangerous  formations 

Unspecified  conditions  in 
a  particular  sector  of  Delta 
Quadrant  space,  through  which 
Voyager  traveled,  were  particularly 
conducive  to  the  formation  of 
astral  eddies.  Only  continuous 
scans  of  subspace  could  help 
the  crew  to  predict  the  next 
emergence.  The  arrival  of  an 
eddy  in  real  space  is  heralded 
by  a  disruption  in  subspace  that 
increases  in  intensity,  but  is 


initially  only  detectable  by  highly 
sensitive  sensors. 

The  eddies  have  a  temperature 
gradient  of  nine  million  Kelvins 
and  discharge  massive  amounts 
of  plasmic  energy.  The  center 
point  forms  a  calm  eye  of  the 
storm,  along  the  lines  of  torna¬ 
does  created  by  planetside 
atmospheric  conditions.  Some 
of  the  matter  inside  it  is 
constantly  being  exchanged 
between  space  and  subspace. 

Plasma  is  visibly  drawn  into 
this  core  from  two  points  on 
opposite  sides,  then  filtered  out 
in  a  tangential  shockwave  that 
results  from  the  astral  eddy’s 
formation.  This  expanding  field 
of  plasma  particles  resembles 
a  glowing  blue  cloud,  through 
which  the  center  point  -  the 
intersection  between  space 
and  subspace  -  is  visible. 

Shockwaves  from  larger  eddies 
expand  at  a  velocity  of  300  kilo¬ 
meters  per  second.  Charged 


The  eye  of  the  eddy  was  surprisingly  tranquil,  but  the  outer  ring  of 
swirling  dust  proved  hazardous  to  all  starships  that  entered  the  region. 


plasma  is  extremely  hazardous  to 
nearby  space  stations  and  ships; 
even  a  vessel  as  sophisticated  as 
Voyager  suffered  a  20  per  cent 
loss  of  shields,  minor  buckling 
of  the  hull,  and  the  loss  of  key 
systems  such  as  navigational 
control  and  engines.  The  vessel 
was  able  to  successfully  negotiate 
the  graviton  waves  emitted  by  the 
eddies  and  even  ‘ride’  them  to  an 
extent,  thanks  to  the  skill  of  its 
pilot,  Lt.  Tom  Paris. 

Less  powerful  ships  and 
stations  are  not  so  lucky.  In  2373 
a  scientific  installation  built  by  the 
Delta  Quadrant  Vostigye  race  was 
ripped  apart  by  the  shockwave 
from  an  eddy  that  formed  nearby. 
All  60  scientists  aboard  were 


killed,  and  debris  was  spread 
across  eight  cubic  kilometers.  It 
is  likely  that  the  astral  eddies  are 
not  endemic  to  this  area  of  space, 
as  the  Vostigye  would  not  have 
built  their  station  in  such  an  obvi¬ 
ously  hazardous  position. 

The  eddies  peter  out  and 
disappear  as  swiftly  and  unpre- 
dictably  as  they  form,  with  a 
similar  series  of  flashes,  and  the 
systems  of  affected  nearby  ships 
come  back  online  shortly  after. 

A  remnant  of  the  phenomenon’s 
shockwave  remains,  however,  in 
the  form  of  a  plasma  particle 
wake.  This  wake  is  able  to  be 
tracked  away  from  the  point  of 
origin,  although  it  does  thin  out 
over  time  and  eventually  vanishes. 


Eddy  exploration 

The  astral  eddies  encountered 
by  Voyager  in  2373  were  found  to 
originate  from  an  unstable  interfold 
layer  between  space  and  subspace. 
Any  damaged  or  naturally  weak  vessel 
that  was  caught  by  the  gravitational 
pull  of  an  astral  eddy  ran  the  risk  of 
being  trapped  in  a  layer  of  subspace 
once  the  eddy  disappeared.  The  best 
means  of  escape  from  the  eddy 
involved  positioning  a  ship  on  the 
edge  of  the  phenomenon  once  it  was 
about  to  reemerge  into  normal  space, 
and  using  the  momentum  generated 
from  the  shockwave  to  push  the 
vessel  clear. 


In  2373  the  highly  maneuverable  DELTA  FLYER  risked  being 
pulled  into  an  eddy  and  sucked  into  subspace. 

The  small  starlike  lights  that  could  be  seen  were 
nascent  eddies  that  would  increase  in  size  over  time. 


Swirling  gas  obscured  the 
pilot’s  view  and  made  the  task 
of  avoiding  the  eddies  difficult. 
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The  intriguing  remnant  of  the 
astral  eddy  attracted  the  curiosity 
of  Captain  Kathryn  Janeway  and 
the  Voyager  crew  in  2373;  the 
experienced  Starfleet  officers 
had  never  seen  anything  like  it. 
They  believed  that  they  could 
stockpile  the  energy  contained  in 
the  plasma  particles,  temporarily 
alleviating  the  need  for  replicator 
rationing  and  other  energy  conser¬ 
vation  measures  usually  in  place 
aboard  the  starship. 

Investigation 

Voyager  launched  a  probe  into  a 
newly  formed  astral  eddy  to  gather 
telemetry,  and  the  crew  learned 
that  their  Bussard  collectors  could 
be  modified  to  collect  the  wake’s 
plasma.  The  starship’s  massive 
energy  emissions  would  terminally 
corrupt  the  particles,  however,  so 
a  Type-2  shuttle  was  employed 
instead. 

Lt.  Tom  Paris  piloted  the  vessel, 
but  soon  became  trapped  in  the 
interfold  layer  when  an  astral 
eddy  formed  very  quickly  after 
a  previous  one  had  disappeared, 
and  in  nearly  the  same  position. 

He  managed  to  escape  this 
phenomenon  by  riding  out 
another  new  one,  and  was 


transported  in  his  shuttle  back 
aboard  Voyager  in  the  nick  of 
time.  The  Federation  crew  thus 
succeeded  in  harvesting  their 
much-needed  energy  source,  and 
also  added  to  their  vast  collection 
all  the  information  on  another 
amazing  spatial  anomaly  collected 
by  the  shuttle’s  sensors. 


4s  well  as  avoiding  the  unpredictable  eddies,  pilots  also  had  to  contend 
with  debris  left  over  from  ships  that  had  been  destroyed  within  them. 


The  effects  of  the  spatial 
anomaly  on  VOYAGER  were 
similar  in  nature  to  those 
of  a  tornado. 
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Briefing:  Stellar  Phenomena 


Distortion  Wave 

The  U.S.S.  Voyager  NCC-74656  encountered  a  number  of 
mysterious  noncorporeal  beings  as  it  navigated  the  previously 
uncharted  regions  of  the  Delta  Quadrant.  But  an  attempt  by 
an  extraordinary  life  form  to  make  contact  with  the  starship 
in  2371  led  to  it  being  warped  out  of  shape. 


The  creature  appeared  as  an 
azure  cloud  suspended  in  space. 


The  exploration  of  deep  space 
is  a  diverse  and  sometimes 
hazardous  occupation  in  a 
Galaxy  teeming  with  a  vast 
array  of  life  forms.  Communication 
can  often  be  a  stumbling  block, 
especially  when  the  parties 
involved  lack  common  terms 
of  reference.  One  of  the  most 
remarkable  encounters  for  the 
crew  of  the  U.S.S.  Voyager  NCC- 
74656  took  place  in  the  Delta 
Quadrant  in  late  2371. 

Intelligent  gas 

The  unique  creature  that 
Voyager  encountered  took  the 
form  of  a  spaceborne  ring  of 
energy,  capable  of  changing  the 
shape  of  space  within  its  bound¬ 
aries.  It  appeared  as  a  bluish 
gaseous  anomaly  when  viewed 
from  nearby  vessels,  but  sensor 
scans  revealed  that  the  space 
within  it  was  in  a  state  of  flux.  It 
became  clear  that  there  was  an 
intelligence  at  work,  governing  the 
movements  of  the  phenomenon. 

The  distortion  ring  moved 
toward  passing  ships  at  a  rate 
of  2,000  kilometers  per  hour  and 
surrounded  them,  cutting  off  any 
escape  route.  The  intense  pulses 
of  EM  radiation  emanating  from 
the  creature  affected  major 
systems  on  the  trapped  vessels, 
including  environmental  controls, 
holodeck  controls,  and  intership 
communications,  the  latter  of 
which  were  first  scrambled  and 
then  completely  disrupted. 

More  crucially,  the  ring 
collapsed  a  vessel’s  warp  field, 
leaving  it  unable  to  escape  by 
going  to  warp.  It  was  also  able 
to  penetrate  the  shields  of 
advanced  vessels,  such  as  the 
Intrepid- class  starship  Voyager, 
without  any  apparent  resistance. 

But  the  true  effect  of  the 
spatial  distortion  wave  became 


evident  when  it  made  contact 
with  a  ship’s  hull,  either  as  it 
contracted  slowly  to  engulf 
the  vessel  or  when  the  prey 
attempted  to  pass  through  the 
ring.  The  internal  geography  of  the 
trapped  ship  was  reconfigured  in 
some  way,  scrambling  the  layout 
and  making  navigation  aboard  it 
a  matter  of  luck. 

There  was  some  conjecture 
that  the  phenomenon  is  a  kind 
of  spatial  implosion  that  worked 
to  crush  vessels.  This  was 
supported  by  the  fact  that,  in 
Voyager’s  case,  most  routes  led 
back  to  deck  6  -  the  center  of  the 
ship,  and  therefore  the  last  part 
to  be  affected  as  the  ring  pushed 
in.  It  would  seem  that  the  recon¬ 
figuration  was  not  completely 
random,  indicating  that  the 


The  primary  method  of  inter-ship  transportation,  the  turbolift  network, 
was  severely  disrupted  by  the  anomaly,  and  left  passengers  stranded. 


Ship  out  of  shape 

The  distortion  ring’s  effect  on  the  U.S.S.  Voyager  NCC-74656  was  one  of  the  most 
extreme  encounters  that  the  Federation  starship  experienced  during  its  long  journey 
through  the  unexplored  regions  of  the  Delta  Quadrant.  Initially  the  changes  proved 
to  be  a  mild  irritation,  as  crew  members  found  themselves  inexplicably  unable  to 
navigate  the  network  of  corridors  to  reach  a  desired  destination.  As  the  ring 
continued  its  relentless  march,  the  situation  became  dire;  neither  the  bridge  nor 
main  engineering,  the  two  locations  from  which  the  vessel  could  be  commanded, 
could  be  reached  by  any  method.  The  senior  staff  were  forced  to  retreat  to  a 
holodeck,  one  of  the  last  locations  to  be  affected. 


Computer  representations  showed  The  interior  of  VOYAGER  was  Deck  6  was  the  last  place  to  be 

how  VOYAGER  was  being  distorted,  rearranged  by  the  distortion  wave,  affected  by  the  distortion  wave. 
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Distortion  Wave 


.  - 


Lt.  B’Elanna  Torres  was  confused  by  the  arrival  Even  the  holographic  inhabitants  of  the  Chez  Sandrine  The  crew  decided  there  was  no  point 

of  a  topless  crewman  to  engineering.  holoprogram  were  affected  by  the  distortion  wave.  resisting  something  they  could  not  fight. 


creature  had  a  degree  of  control. 

In  Voyager’s  case,  work  areas 
and  quarters  were  moved  around 
without  apparent  order,  but  the 
corridor  infrastructure  remained  in 
place,  and  no  hull  breaches  were 
reported  -  despite  a  computer 
schematic  of  the  ship  showing 
it  warped  out  of  proportion  into 
an  irregular  shape. 

Labyrinth 

Attempts  to  reach  a  destination 
were  consistently  frustrated, 
as  the  layout  appeared  to  be 
continually  altering  shape.  Crew 
members  became  hopelessly 
lost,  unable  to  find  their  way 
through  the  changing  labyrinth 
of  corridors.  Tricorders  were 
unable  to  assist  with  navigation, 
as  they  indicated  that  the  routes 
being  followed  had  not  been 
affected.  Some  of  the  crew, 
however,  were  able  to  find 
certain  locations  by  retracing 
their  footsteps  before  the  layout 
of  that  section  changed. 

Other  methods  of  transport 


were  equally  unreliable.  The 
turbolift  and  Jefferies  tube 
networks  led  to  different  sites 
each  time  they  were  used,  regard¬ 
less  of  the  destination  sought. 
Site-to-site  transporting  was 
similarly  unsuccessful:  beyond 
the  initial  problem  of  getting  to 
a  transporter  room  or  main  engi¬ 
neering  to  set  up  the  program, 
the  transporter  beam  was 
deflected  back  to  the  center 
of  the  ship.  Even  data  transfers, 
such  as  the  Emergency  Medical 
Hologram  attempting  to  transmit 
himself  from  the  holodeck  to 
sickbay,  were  thwarted  by  the 
unusual  nature  of  the  anomaly. 

No  escape 

The  distortion  wave  engulfed 
Voyager  section  by  section;  the 
entire  process  took  about  two 
hours.  It  possessed  a  greenish 
hue  when  seen  up  close,  and 
gave  off  a  strong  electromagnetic 
potential.  Everything,  including 
the  atmosphere  and  tangible 
matter  such  as  the  bulkheads, 


was  thrown  into  a  state  of  flux, 
and  even  innovative  solutions, 
such  as  holographic  forcefields, 
were  unable  to  stop  the  advance. 

Attempts  to  deal  with  the 
phenomenon  -  notably  an 
attempt  to  invert  the  incursion 
with  a  shock  pulse  generated 
in  Voyager’s  warp  core  -  came 
to  nothing.  The  plan  involved 
turning  the  implosion  into 
an  explosion,  but,  despite 
painstaking  efforts  to  precisely 
tune  the  shock  pulse  to  the 
distortion  frequency  of  the  ring, 
the  attempt  failed.  In  response, 
the  ring  drew  in  at  an  even 
faster  rate  than  before. 

The  ship’s  geography 
and  systems  were, 
amazingly, 
returned 


Jane  way’s 
contact  with 
the  distortion 
wave  left  her 
aphasic  and 
increasingly 
delirious. 


to  normal  when  the  ring 
completed  its  passage  through 
the  ship;  it  had  simply  been 
trying  to  communicate.  A 
question  mark  initially  hung 
over  whether  the  distortion 
wave  was  a  naturally  occurring 
anomaly  that  ran  contrary  to  the 
laws  of  physics,  or  a  weapon  of 
some  kind,  but  it  became  clear 
that  it  was  a  living,  sentient  being. 


Unusual  first  contact 

The  being  deposited  20  million 
gigaquads  of  information  into 
Voyager’s  memory  banks,  and 
also  took  the  opportunity  to 
download  the  ship’s  entire  data¬ 
base.  It  was  an  unusual  means 
to  an  end,  but  the  exchange 
of  information  was  central  to 
a  successful  first  contact. 


Captain  Janeway  was  left  in  a  troubled  state  Janeway  experienced  the  effects  of  the  wave  firsthand  The  Doctor  displayed  concern  at  his 

after  her  contact  with  the  distortion  wave.  as  she  crawled  through  a  Jefferies  tube.  inability  to  treat  his  captain. 
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From  a  dictance,  the  Beta  Renner  cloud  had  the  appearance  of  an 
innocuous  floating  confluence  of  unthinking,  brightly  colored  gases. 


The  Bela 
Renner  Cloud 

The  cloud  being  that  made  contact  with 
the  U.S.S.  Enterprise  NCC-1701-D  in  2364 
had  the  single  goal  of  finding  its  way 
back  home  -  until  it  encountered  a 
kindred  spirit,  in  Captain  Jean-Luc  Picard. 


Communication  between  very 
different  life  forms  remained 
one  of  the  greatest  barriers 
in  the  24th  century.  The 
energy  cloud  that  passed  through 
the  Alpha  Quadrant’s  Beta  Renner 
star  system  in  2364  found  the 
experience  of  first  contact  with 
human  beings  -  in  this  case  the 
crew  of  the  U.S.S.  Enterprise  NCC- 
1701-D  -  frightening,  liberating, 
and,  ultimately,  exhilarating. 

The  energy  entity  appeared  to 
the  naked  eye  to  be  a  formless, 
billowing  patch  of  fog  floating 
in  space.  Energy  flickered  like 
lightning  within  the  cloud;  each 
spark  apparently  represented 
an  individual  life  form,  all  of 
which  combined  to  form  the 
gestalt  entity. 

The  silver  lining 

The  cloud  had  the  ability  to 
move  through  space  at  warp 
speed,  though  mostly  it  appeared 
to  drift  along  slowly.  It  had  no 
corresponding  file  in  Federation 
records,  indicating  that  it  was 
unique.  It  was  composed  of  pure 
and  changing  patterns  of  energy. 
Ship-based  sensors  recorded  no 
solid  matter,  and  objects  were 
able  to  pass  through  the  cloud 
without  obstruction. 

It  was,  nevertheless,  sentient; 
the  creature  had  an  understanding 
of  fundamental  concepts  and  an 
awareness  of  the  universe,  but  it 
lacked  the  ability  to  communicate 
with  the  carbon-based  life  forms 
that  littered  the  Galaxy.  The 
means  was  unexpectedly  provided 
when  the  Enterprise  brushed  the 


edge  of  the  phenomenon  during 
close  proximity  sensor  scans  in 
the  Beta  Renner  system. 

Shanghaied 

The  Galaxy- class  vessel 
carried  away  with  it  part  of  the 
living  cloud,  which  was  snared 
by  the  ship’s  circuitry.  The  being 
found  this  a  terrifying  experience, 
as  would  any  sentient  creature 
plucked  from  its  home;  it  later 
described  the  process  as  akin 
to  a  great  claw  reaching  down 
and  scooping  it  away. 

The  being  manifested  itself 
in  the  environs  of  the  ship  as 
crackling  blue  energy.  It  worked 
its  way  through  the  vessel’s 
systems  to  the  sensor  control 
room,  and  found  an  immediate 
outlet  in  the  form  of  a  living  host: 
Lt.  Worf.  It  recognized  the  crew 
as  sentient  beings  and  pleaded 
for  help,  but  they  could  not 
understand  it. 

Shock  treatment 

The  being’s  every  attempt  at 
communication  was  frustrated, 
as  the  cloud  consciousness 
moved  desperately  from  person 
to  person;  it  traveled  via  touch. 
Reactions  varied:  in  some  cases, 
the  victims  jolted  violently  as  if 
receiving  an  electric  shock  and 
were  rendered  unconscious;  in 
others,  the  transition  was  accom¬ 
panied  only  by  a  momentary 
pause  and  apparent  disorienta¬ 
tion.  Residual  blue  lightning 
sparks  formed  around  the  point 
of  contact  in  all  cases. 

The  energy  being  did  cause 


Briefing:  Stellar  Phenomena 


The  crew  of  the  U.S.S.  ENTERPRISE  NCC-1701-D  observed  the  swirling 
mass  of  incandescent  cloud  that  was  the  Beta  Renner  sentient  life  form. 


In  2364  Dr.  Crusher,  Commander  Riker,  and  Counselor  Troi  were 
immobilized  by  the  being  that  had  captured  the  body  of  their  captain. 
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The  Beta  Renner  Cloud 


Lt.  Worf  was  the  first  being  to  be  inhabited  Assistant  Chief  Engineer  Singh  was  accidentally  killed 

by  the  Beta  Renner  cloud  entity  in  2364.  when  he  encountered  the  gaseous  life  form. 


The  crew  were  at  a  loss  to  explain  the 
system  failures  on  the  ENTERPRISE. 


the  death  of  one  potential  host, 
Assistant  Chief  Engineer  Singh.  It 
very  much  regretted  this  accident, 
as  the  taking  of  life  was  not  its 
intention.  Its  every  action  was 
geared  toward  one  goal:  returning 
to  its  home.  The  cloud  used  its 
hosts  to  investigate  the  ship,  and 
attempted  to  access  navigation 
through  one  of  the  science 
stations  on  the  bridge. 

The  cloud  fragment  discovered 
a  simplistic  but  welcome  haven 
in  the  artificial  intelligence  of  the 
Enterprise’s  computer  systems. 
This  furnished  it  with  enough 
influence  to  slow  down  the 
vessel,  taking  it  away  from  its 
home.  In  addition  to  the  warp 
drive,  other  key  systems,  including 
the  transporters  and  subspace 
radio,  also  failed.  The  presence 
of  an  intangible  influence  was 
suspected  by  the  Enterprise’s 
senior  officers  when  the  barrage 
of  system  problems  could  not  be 
put  down  to  external  sabotage. 

The  energy  being  finally  found 


a  way  to  its  desired  destination: 
Captain  Jean-Luc  Picard,  through 
the  helm  station  control  panel. 
This  allowed  it  to  order  the 
Enterprise  to  return  to  the  Beta 
Renner  system,  although  this 
action  further  heightened  the 
suspicions  of  the  bridge  crew. 

Kindred  spirit 

The  creature  discovered  in 
Picard  interests  that  coincided 
with  many  of  its  own,  such  as  a 
passion  for  exploration  and  the 
unknown.  The  unfettered  commu¬ 
nication  allowed  the  cloud  being 
to  learn  a  great  deal  about  Picard 
and  human  beings  in  general, 
while  the  captain  too  found  out 
much  about  the  being. 

The  being  insisted  that  Picard 
was  greatly  tempted  by  a  most 
unusual  offer:  to  beam  into  the 
Beta  Renner  cloud  as  a  combined 
life  form  pattern  when  they 
reached  their  destination.  The 
prospect  of  traveling  anywhere 
simply  as  an  energy  pattern, 


free  of  the  limitation  of  matter, 
appeared  to  be  a  way  to  realize 
many  of  their  shared  hopes  and 
dreams,  it  said.  It  is  probable  that 
this  concept  did  appeal  to  Picard, 
but  whether  he  was  given  a  choice 
in  going  through  with  it  is  unlikely. 

The  creature  departed  the 
Enterprise  bridge  and  returned 
home  in  a  spectacular  release  of 
energy.  Picard  beamed  with  it  into 
the  cloud,  but  the  theory  that  he 
could  survive  in  conjunction  with 
the  being  simply  did  not  work  in 
practice.  The  captain  survived  the 
process,  amazingly,  and  was  able 
to  board  the  Enterprise  through 
the  same  route  the  creature  had 
initially  used;  he  passed  through 
the  sensors  into  the  ship’s 
circuitry,  and  was  rematerialized 
using  the  transporter. 

The  energy  being  was  returned 
to  its  gestalt  family,  and  its  First 
Contact  with  humanity  could 
be  counted  as  an  intriguing 
communication  between 
completely  different  species. 


Counselor  Troi  attempted  to 
reveal  the  existence  of  a  new 
life  form  through  hypnosis. 


When  Picard  was  seized  by  the  Beta  Renner  Dr.  Crusher  occupied  station  two  without  authorization,  The  life  form  moved  from  Lt.  Worf  to  Dr. 

cloud  in  2364  he  incapacitated  his  crew.  much  to  the  consternation  of  the  bridge  crew.  Crusher  when  Worf  was  brought  to  sickbay. 
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Briefing:  Stellar  Phenomena 


In  2373  the  U.S.S. 
VOYAGER  NCC-74656 
was  fortunate  enough 
to  witness  a  sight 
unprecedented  in  the 
Alpha  Quadrant  -  an 
inversion  nebula. 


Inversion  Nehdas 


Inversion  nebulas  are  fiery,  short-lived  astral  phenomena 
that  rarely  survive  long  enough  to  be  studied.  One  centuries- 
old  example  in  the  Delta  Quadrant  proved  to  be  an  enigma 

wrapped  up  in  a  mystery. 

giant  clouds  of  gases  that  occupy 
the  empty  space  between  star 
systems.  Inversion  nebulas  are 
additionally  layered  with  highly 
unstable  strands  of  plasma.  It 
is  unknown  what  circumstances 
and  variables  must  be  in  place  to 
facilitate  the  formation  of  these 
rare  Galactic  wonders. 

Rare  sight 

They  are  a  beautiful  sight, 
featuring  the  typical  blaze  of 
color  indicative  of  nebulas,  with 
clashing  purples,  pinks,  and 
blues,  though  the  colors  are 
somewhat  muted  when  compared 
with  more  typical  nebulas  such  as 
the  Mutara  Nebula.  They  generally 
take  a  spherical  or  oval  shape. 
Inversion  nebulas  only  generate 
the  illumination  usually  associated 
with  nebulas  at  their  core,  rather 
than  all  the  way  through.  The 
outer  limits  of  the  nebula  fade 


Inversion  nebulas  are,  in  the 
words  of  one  observer,  beauty 
and  mystery  combined  -  an 
alluring  combination.  They 
are  also  an  extremely  rare 


phenomenon  -  so  rare,  in  fact, 
that  an  example  has  never  been 
witnessed  in  the  entire  Alpha 
Quadrant. 

Nebulas  are  best  described  as 


The  strands  within  the  center  of  the  nebula  were  highly  unstable, 
and  their  detonation  threatened  the  hull  integrity  of  VOYAGER. 


The  luminescent  strands  of  the 
inversion  nebula  were  a  marvel 
to  behold  for  the  VOYAGER  crew. 


into  the  surrounding  dark. 

Small  strands  of  ghostly  white 
substance  crisscross  inversion 
nebulas.  This  is  the  plasma  that 
makes  up  the  weight  of  the  astral 
phenomena.  The  strands  are 
highly  unstable,  and  ignite  some¬ 
where  in  the  vicinity  of  9000 
degrees  Kelvin.  A  subatomic 
cascade  reaction  begins  at  that 
point,  and  the  plasma  strand 
bursts  into  incandescent  light. 

These  give  off  a  great  deal  of 
energy.  An  inversion  nebula  is 
able  to  be  traversed  by  starships, 
but  vessels  that  venture  too  close 
to  a  plasma  strand  can  sustain 
extensive  damage  to  their  shields 
-  akin  to  being  hit  by  a  phaser  or 
disruptor  blast  -  if  it  ignites  at 
that  moment. 

It  takes  just  one  strand  to 
flare,  and  a  chain  reaction  is  set 
in  motion  that  quickly  engulfs  the 
entire  nebula.  This  is  the  factor 
that  renders  inversion  nebulas 
so  unstable  and  difficult  to  study. 
Federation  astrotheorists  have 
hypothesized  that  they  usually 
burn  out  within  a  few  years. 

Exception  to  the  rule 

One  inversion  nebula  on  the 
other  side  of  the  Galaxy,  in  the 
Delta  Quadrant,  appears  on  face 
value  to  disprove  this  theory.  It 
still  exists  after  centuries,  with 
an  unknown  process  preventing 
the  plasma  strands  from  igniting 
and  the  nebula  being  consumed 
like  a  torch.  Strands  that  reach 
the  point  of  combustion  remain 
on  fire  for  only  a  few  seconds 
before  they  disappear.  The 
plasma  completely  burns  itself 
out,  without  causing  the  expected 
chain  reaction. 

The  secret  of  this  nebula’s 
longevity  is  a  concealed  space 
station  at  the  center  of  the 
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Inversion  Nebulas 


nuMMi 


The  VOYAGER  crew  were  blinded  by  the  The  crew  of  VOYAGER  decided  to  explore  the  inversion  Marayna  had  the  power  to  ignite  the  plasma 

incandescent  light  produced  when  the  fiery  nebula  and  learn  its  secrets,  which  they  believed  could  tendrils  within  the  center  of  the  nebula,  and 

strands  of  the  inversion  nebula  ignited.  enhance  existing  Starfleet  technology.  used  these  as  a  weapon  against  VOYAGER. 


as  the  astrotheorists  predicted, 
but  they  probed  it  for  several 
days  with  full  spectrum  scans 
on  continuous  sweep.  But  these 
scans  failed  to  pick  up  Marayna’s 
station  at  the  heart  of  the  gas 
cloud. 

Isolated 

The  crew  wished  to  research 
applications  for  the  dampening 
effect,  little  realizing  it  was  of 
artificial  origin.  They  believed 
that  if  a  similar  effect  could 
be  generated  using  Voyager’s 
deflector  dish  they  may  be  able 
to  use  it  to  contain  a  warp  core 
breach  or  other  plasma  reaction. 
All  possible  information  was 
recorded,  and  the  starship  then 
tried  to  resume  course  for  the 
Alpha  Quadrant. 

Marayna  refused  to  let  the 


vessel  go,  however;  she  gained 
access  to  the  ship’s  systems 
via  a  computer  uplink  and  inca¬ 
pacitated  the  propulsion  systems. 
Fortunately,  Lt.  Tuvok  was  able  to 
reason  with  her  that  the  solution 
was  not  to  forcibly  acquire 
company  for  her  lonely  task, 
but  perhaps  to  return  to  her 
homeworld  and  let  someone  else 
take  over  her  fastidious  work. 

It  is  unknown  if  Marayna 
followed  Tuvok’s  advice.  It  is 
certain,  however,  that  the  inver¬ 
sion  nebula  would  remain  as 
long  as  the  station  at  its  center 
was  crewed  and  operational.  The 
alien  woman  recognized  that  it 
was  the  one  permanent  example 
of  an  otherwise  fleeting  and 
magnificent  astral  phenomenon, 
and  one  that  deserved  to  be 
preserved. 


phenomenon.  The  facility 
produces  a  dampening  field 
between  the  strands  that  stops 
the  reaction,  acting  almost  like 
a  firebreak  in  space.  It  seems 
to  be  automatically  triggered  by 
each  reaction.  The  effect  can 
work  in  reverse  as  well;  plasma 
strands  can  be  detonated  one  by 
one,  in  any  pattern.  The  station 
can  thus  use  them  as  a  weapon 
against  any  vessel  that  enters 
the  nebula. 

The  sole  sentient  life  form 
aboard  the  station  was  called 
Marayna.  She  dedicated  herself 
to  the  preservation  of  the 


amazing  phenomenon  for  the 
benefit  of  her  own  race,  and  she 
considered  the  nebula  to  be  a 
work  of  art. 

The  conundrum  of  a  long-lived 
inversion  nebula  was  what  piqued 
the  interest  of  Captain  Kathryn 
Janeway  and  the  crew  of  the 
U.S.S.  Voyager  NCC-74656  in 
mid-2373.  They  maintained  a  safe 
distance  of  2,000  kilometers  in 
case  the  nebula 
should  ignite, 


Marayna  led 
a  lonely 
existence 
on  her 
station, 
and  was 
excited 
to  meet 
with  the 
VOYAGER 
crew. 


Aboard  her  station,  Marayna  used 
dampening  technology  to  prevent  the 
inversion  nebula  from  destroying  itself. 


The  interior  of  the  space  station  Marayna  inhabited  was 
designed  for  only  a  single  occupant,  and  she  led  a  sad, 
solitary  existence  protecting  her  inversion  nebula. 


Tuvok  confronted  Marayna  on  her  station 
after  she  immobilized  VOYAGER,  and  advised 
her  to  seek  out  more  convivial  climes. 


Briefing:  Stellar  Phenomena 


Die  void 

This  Sargasso  Sea  of  space  is  an  astral 
phenomenon  that  entraps  luckless  starships, 
leaving  them  with  three  options:  to  succumb  to 
despair,  become  pirates  and  prey  on  weaker 
victims  of  the  Void,  or  attempt  to  escape 
and  risk  destruction. 


In  a  remote  sector  of  the  Delta 
Quadrant,  a  deadly  trap  awaits 
unwary  travelers.  For  most 
of  the  time  it  is  invisible  and 
imperceptible,  and  99  ships  out 
of  100  pass  through  this  region 
of  space  without  incident.  But  that 
unfortunate  100th  ship  finds  itself 
in  the  middle  of  a  sudden  and 
inexplicable  vortex  of  incredible 
power,  overwhelming  the  ship’s 
engines  and  drawing  them  into 
nothingness. 

The  ill-fated  wayfarers  emerge 
into  the  Void:  a  black  emptiness 
containing  no  planets,  no  stars, 
not  even  the  faintest  trace  of 
interstellar  matter  -  and  no  hope 
for  long-term  survival.  It  is  roughly 
nine  light  years  in  diameter,  in 
the  shape  of  an  enormous 
toroid.  Completely  encased  by 
an  inert  and  impenetrable  layer 
of  subspace  which  prevents  both 
matter  and  energy  from  escaping 
it,  there  is  nothing  within  its 
perimeter  other  than  the  ships 
it  has  trapped  via  the  funnels 


which  periodically,  and  seemingly 
randomly,  open  into  normal 
space,  drawing  in  whatever 
vessel  is  in  the  vicinity. 

Space  raiders 

There  are  no  planets  from  which 
to  gain  food,  energy,  or  other 
resources,  and  therefore  survival 
becomes  the  prerogative  of  the 
ruthless.  Older  inhabitants,  some 
of  whom  have  survived  several 
years  in  this  emptiness,  resort 
to  piracy  -  stealing  resources 
from  each  other  in  order  to 
prolong  their  own  survival. 

A  favorite  tactic,  if  a  new 
arrival  is  detected,  is  to  swoop 
in  while  the  bewildered  crew  are 
still  attempting  to  get  their  bear¬ 
ings.  They  then  disable  the  ship’s 
shields  and  weapons,  and  trans¬ 
port  any  valuable  materials  while 
the  newcomers  are  still  reeling. 

Whether  the  new  ship  manages 
to  survive  its  ‘welcoming 
committee’  is  its  own  concern, 
but  the  attackers’  objective  is  not 


usually  to  destroy  them;  if  the 
victims  manage  to  build  up  their 
resources,  they  can  be  raided 
again  at  a  later  date.  Neverthe¬ 
less,  many  new  arrivals  are  the 
target  of  two  or  three  independent 
raids  at  once,  and  they  frequently 
do  not  live  through  the  first  20 
minutes  of  their  imprisonment  in 
the  Void,  helplessly  succumbing 
to  cumulative  damage. 

Survival  of  the  ruthless 

If  no  new  arrivals  are  detected 
for  a  while  and  supplies  are 
running  low,  then  it  becomes 
a  case  of  survival  of  the  fittest 
among  the  veteran  campaigners. 
Violent  conflicts  ensue,  with  the 
crew  of  the  losing  ship  being 
exterminated  and  the  vessel 
stripped  of  everything  useful. 
These  battles  happen  with 
disturbing  frequency;  although 
more  than  150  ships  are 
detectable  in  the  Void,  only  29 
have  any  living  beings  on  them. 

Some  new  arrivals  resist  the 


prevailing  culture,  attempting 
either  to  avoid  conflict  or  to 
escape  from  the  Void.  Their 
non-aggressive  stance  tends  to 
change  when  they  discover  that 
a  unique  property  of  the  Void 
causes  their  energy  reserves  to 
drain  at  approximately  10  times 
the  normal  rate.  Thus,  even  the 
crew  of  a  well-equipped  ship 
rapidly  succumbs  to  desperation 
and  starts  cannibalizing  their 
fellow  prisoners.  Escape  attempts 
only  waste  resources  that  might 
keep  them  alive  longer,  depleting 
their  power  and  rendering  them 
easy  prey. 

Scavengers 

Surprisingly,  there  is  a  species 
which,  if  not  indigenous  to  the 
Void,  at  least  seems  to  have 
existed  there  longer  than  any 
other.  They  are  small,  slightly-built 
bipedal  humanoids  with  terracotta 
skin,  raised  facial  ridges,  and 
brown  hair  above  high  foreheads. 
This  species  stows  away  aboard 


Fantome  proved  his  race’s 
intelligence  with  the  speed  with 
which  he  developed  a  language. 


Fantome  offered  to  sabotage 
ships  in  the  Void  to  facilitate 
VOYAGER’S  escape  in  2377. 


Void  virtuoso 


A  native  inhabitant  of  the  Void,  dubbed 
‘Fantome’  by  the  U.S.S.  Voyager 
NCC-74656’s  Doctor,  was  taught  to 
communicate  through  musical  notation 
entered  onto  a  Personal  Access  Display 
Device  in  2377.  Fantome  developed 
this  language  further  when 
more  of  his  race  were  beamed 
aboard  Voyager.  Eventually  a 
sophisticated  language  with 
grammar  and  syntax  had  been 
created,  but  to  the  uninitiated 
the  sounds  were  more  like  a 
beautiful  musical  composition. 
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The  Void  alliance  took  formation 
to  attempt  an  escape  in  2377. 


The  funnel  sections  were  the  key 
to  VOYAGER’S  escape. 


Commander  Bosaal  was 
thrown  out  of  the  alliance 
for  stealing  technology. 


Villainous  Valen 


the  Void’s  ships,  scavenging  for 
food;  it  is  unknown  how  they 
board  the  vessels. 

They  are  habitually  silent,  but 
are  believed  to  communicate 
with  one  another  telepathically. 
Possessed  of  the  unique  physio¬ 
logical  ability  to  distort  their  own 
life  signs,  they  are  undetected  by 
most  of  the  species  whose  ships 
they  inhabit.  Those  who  become 
aware  of  this  species  tend  to 
dismiss  them  as  vermin  and  act 
accordingly,  but  this  race  is,  in 
fact,  highly  intelligent. 

Shortly  before  Stardate 
54553.4,  the  Void  ensnared  a 
new  resident:  the  Federation  star- 
ship  U.S.S.  Voyager  NCC-74656. 
The  crew  were  enjoying  a  gourmet 
meal  cooked  by  Seven  of  Nine 
when  the  ship  was  drawn  help¬ 
lessly  into  the  Void.  After  fighting 
off  raiders,  though  not  before 
several  vital  commodities  were 
stolen,  the  crew  assessed  their 
situation.  A  veteran  prisoner, 
Captain  Valen,  who  had  kept  his 
ship  active  in  the  Void  for  more 
than  five  years,  offered  them 
some  useful  information,  and 


proposed  that  the  two  ships  join 
forces  to  prey  on  others.  Captain 
Kathryn  Janeway,  adhering  to  the 
Federation  Charter,  refused.  Valen 
warned  her  that  she  too  would 
eventually  be  forced  to  abandon 
her  principles. 

No  energy  to  escape 

Seven  of  Nine  devised  a  means 
of  using  Borg  sensors  and  fractal 
algorithms  to  predict  where  the 
next  funnel  would  erupt.  Voyager 
attempted  to  escape  via  this 
opening,  but  lacked  the  power  to 
do  so  alone,  and  was  drawn  back 
into  the  Void.  Their  resources 
depleted,  the  Voyager  crew  saw 
only  one  option:  to  retrieve  their 
stolen  property.  They  tracked 
down  the  culprits,  but  discovered 
that  they,  in  turn,  had  been  the 
victim  of  a  fatal  raid.  Scanning  the 
wrecked  hull  for  salvage,  an  away 
team  discovered  one  of  a  mute 
scavenging  race  in  the  wreckage, 
and  took  him  on  board  Voyager 
into  the  care  of  the  Doctor. 

The  trail  of  their  property  led 
the  Voyager  crew  into  conflict  with 
Captain  Valen,  who  had  stolen 


their  materials  from  the  original 
thieves.  Voyager  outgunned 
Valen’s  vessel,  and  retrieved  what 
remained  of  their  property,  also 
gaining  Valen’s  open  enmity. 

Cooperation 

Janeway  determined  to  form  an 
alliance  among  the  trapped  ships, 
pooling  resources  rather  than 
battling  each  other.  After  several 
setbacks  -  including  the  treachery 
of  one  ally,  Commander  Bosaal, 
who  killed  the  crew  of  a  Kinjal 
Frigate  for  essential  parts  -  the 
alliance  appeared  to  be  on  the 
verge  of  success.  When  they  were 
attacked  by  the  marauding  forces 
of  Valen  and  Commander  Bosaal, 
the  mute  alien  -  dubbed  Fantome 
by  the  Doctor,  with  whom  he  had 
forged  a  friendship  -  and  several 
of  his  people  volunteered  to  be 
beamed  aboard  Valen’s  and 
Bosaal’s  ships  in  order  to  disable 
them  from  within. 

Voyager  and  the  allied  ships 
escaped  the  Void,  but  Valen, 
Bosaal,  and  the  others  remained 
imprisoned,  condemned  to  death 
by  energy  exhaustion. 


Valen  and  his  crew  survived 
for  five  years  in  the  Void, 
by  theft.  Impressed  by 
Voyager’ s  capabilities, 

Valen  offered  the  ship 
an  alliance  in  exchange 
for  tactical  information. 
Janeway  refused  his  terms, 
and  in  so  doing  made  her 
first  enemy  in  the  Void. 
Valen  went  on  to  form  an 
alliance  with  Commander 
Bosaal,  and  harassed 
Voyager  again. 


Captain  Janeway  adhered  to  the  princi¬ 
ples  of  Star  fleet  when  she  dealt  with 
Valen  aboard  VOYAGER  in  2377. 


The  toroid  shape  of  the  Void  was 
displayed  in  the  astrometrics  lab. 


The  funnels  trapped  vessels  and 
pulled  them  into  the  Void. 


The  Void 


Seven  of  Nine  explained  the 
operation  of  the  Void  funnels. 


VOYAGER’S  first  attempt  to  escape  proved  a  failure, 
but  the  crew  learnt  from  the  experience. 


The  alliance  formed  by  Captain  Janeway  in  2377 
rebuffed  attacks  from  the  predatory  Void  inhabitants. 
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Briefing:  Stellar  Phenomena 


A  Ciass-9  neutronic  wave  front 
netted  the  l/.S.S.  Voyager  NCC-74656 
in  mid-2376,  and,  before  the  crew  could 
pass  through  its  far  side,  they  were 
swept  away  in  a  wild  and  turbulent  ride. 


s  the  crew  of  the  U.S.S. 
Voyager  NCC-74656  enjoyed 
a  holodeck  program  called 
‘Fair  Haven,’  created  by  Lt. 
Tom  Paris  it  was  reported  that  a 
Class-9  neutronic  wave  front  was 
approaching  the  Starfleet  vessel 
at  a  velocity  of  200,000  kilome¬ 
ters  per  second. 

An  early  analysis  of  the  wave 
front  led  Seven  of  Nine  to  hypoth¬ 
esize  that  it  was  created  by  the 
collision  of  two  neutron  stars. 
From  the  moment  of  discovery, 
the  wave  front’s  neutron  radiation 
began  to  disrupt  plasma  flow,  and 
this  prevented  Voyager  going  to 
warp.  With  only  15  hours  until  the 
edge  of  the  wave  front  reached 
the  starship,  and  with  impulse 
power  not  enough  to  maneuver 
away  from  the  strange  phenom¬ 
enon,  Captain  Kathryn  Janeway 
suggested  that  they  ‘ride  out’ 
the  storm  by  creating  an  inverse 
warp  field.  This  would  anchor 


and  protect  them  from  the 
turbulence  created  by  the  wave 
front.  A  precautionary  inoculation 
of  the  crew  against  further  radia¬ 
tion,  along  with  modifications 
to  convert  the  warp  core,  and 
Voyager  was  anchored  and  ready 
for  the  coming  of  the  neutronic 
wave  front. 

Weathering  the  storm 

The  neutronic  wave  front 
approached  and  passed  over 
Voyager,  causing  the  ship  to 
tremble  violently.  After  it  seemed 
that  the  worst  was  over,  the 
ship  was  suddenly  slammed 
by  the  leading  edge  of  the 
wave  front.  Once  this  was 
cleared  the  turbulence 
decreased  and  the  shields 
held.  Voyager  had  survived  the 
battering  relatively  unscathed;  it 
had  sustained  some  damage  to 
deck  9,  where  a  plasma  conduit 
had  ruptured,  and  a  repair  team 


VOYAGER  spent  three  and  a  half  days  drifting  in  the  neutronic  wave 
front,  and  the  crew  used  the  time  to  relax  on  the  holodeck. 


Captain  Janeway  set  an  example  in  sickbay  where  the  Doctor,  assisted 
by  Tom  Paris,  inoculated  the  crew  against  radiation  poisoning. 


was  dispatched  to  deal  with  the 
problem. 

When  the  ship  was  10  hours 
into  the  storm,  and  with  an 


estimated  three  days  before  they 
cleared  the  wave  front,  the  crew 
turned  their  attentions  to  Tom 
Paris’s  holodeck  creation  Fair 


The  wave  front  engulfed  VOYAGER  at  speeds  This  naturally  occurring  space  phenomenon  had  The  tempestuous  neutronic  wave  front  extended 

of  more  than  200,000  kilometers  per  second.  to  be  navigated  with  extra  special  vigilance.  to  more  than  3.6  light  years  in  size. 


68 


Neutronic  Wave  Front 


U.S.S.  VOYAGER  NCC-746S6  was  close  to  escape  All  available  power  was  directed  to  the  deflector  beam  The  deflector  beam  cut  a  channel  through 

when  it  was  violently  swept  away  by  the  harsh  emitters  in  a  desperate  attempt  to  escape  the  currents  the  neutronic  wave  front  and  created  a 

current  of  the  wave  front.  of  the  neutronic  wave  front.  path  for  VOYAGER  to  escape  through. 


Haven.  Lt.  Commander  Tuvok, 
however,  became  unwell  and 
displayed  all  the  symptoms  of 
space  sickness,  even  though  it 
was  not  a  condition  that  Vulcans 
typically  suffered  from. 

Strange  condition 

Tuvok’s  condition  was  explained 
when  it  was  found  that  there  had 
been  an  increase  in  the  neutronic 
gradient  at  the  trailing  edge  of 
the  wave  front;  Tuvok’s  Vulcan 


VOYAGER  suffered  prolonged 
buffeting  from  the  wave  front. 


Tuvok’s  nausea  was  caused  by 
increasing  neutronic  gradients. 


physiology  was  particularly  sensi¬ 
tive  to  the  change. 

The  crew  had  two  days  to 
ride  out  the  new  wave  front, 
and  they  worked  tirelessly  to 
improve  the  shielding.  The 
trailing  edge  of  the  neutronic 
wave  front  approached  Voyager 
and  churned  the  vessel  violently. 
The  crew  braced  themselves  as 
the  ship  began  to  rock  slightly. 
Ensign  Harry  Kim  observed  that 
the  neutronic  gradient  was  rising 
from  30  million  terajoules  up 
to  60.  The  shields  held,  but  the 
stresses  on  the  ship  worsened; 
the  tremors  even  ignited  one 
of  the  consoles  on  the  bridge. 

A  report  from  engineering 
revealed  that  the  inverse  warp 
field  was  destabilizing,  and  this 
meant  that  Voyager  was  losing 
its  anchor  in  the  wave  front.  With 
five  minutes  to  go  before  Voyager 
cleared  the  front,  the  gradient 


rose  dangerously  fast  up  to 
90  million  terajoules.  A  sudden 
jolt  shook  Voyager,  and  the  ship 
went  to  red  alert.  The  stabilizers 
went  offline,  and  the  vessel 
began  to  be  rocked  and  tilted 
violently,  careening  through  the 
bluish  storm  clouds  of  energy. 
The  thrusters  had  no  effect 
in  stabilizing  the  ship,  as  the 
force  of  the  wave  front  was  too 
strong,  and  the  shields  began 
to  weaken  and  were  in  danger 
of  failing. 

Riptide 

Voyager  was  now  being  pulled 
along  with  the  storm,  but  was 
only  1,000  kilometers  from  the 
perimeter  of  the  trailing  edge 
of  the  neutronic  wave  front. 
Chakotay  devised  a  plan  to  break 
Voyager  free  from  the  storm  by 
using  the  ship’s  deflector  beam 
to  cut  a  path  through  the  front. 


Tuvok  concluded  that  in  order 
for  his  plan  to  work  all  remaining 
power  would  have  to  be  directed 
to  the  deflector  beam  emitters. 
Janeway  proceeded  to  transfer 
all  secondary  power  sources, 
including  transporters,  replicators, 
and  holodecks. 

Voyager  began  to  suffer  hull 
fractures  on  decks  6  and  7,  but 
the  emitters  still  lacked  enough 
power.  Energy  was  then  siphoned 
from  the  plasma  network  and  the 
deflector  beam  dish  glowed  with 
energy,  a  bright  beam  that  began 
to  carve  a  path  through  the  wave 
front.  At  400  kilometers  the 
deflector  output  dropped,  and 
energy  was  routed  from  life 
support  and  environmental 
control.  The  wave  front  was  even¬ 
tually  parted  by  le  deflector 
beam,  and  Voy  jer  passed 
through  the  energy  tunnel  and 
successfully  escaped  the  storm. 


Tears  in  the  shy 

Without  enough  time  to  shut  down  the  hologrid 
safely,  the  Fair  Haven  program  that  was  running 
when  the  wave  front  hit  was  damaged.  The 
results  were  obvious;  the  holodeck  grid  had 
become  visible  through  the  sky  above  Fair  Haven 
as  the  program  began  to  destabilize.  The  wave 
front  also  caused  some  objects  to  fizzle  in  and 
out  of  view;  others,  such  as  the  flower  cart, 
faded  in  color.  The  photonic  decay  was  so  great 
that  it  destroyed  most  of  the  program,  making  it 
possible  to  save  only  10  percent  of  it.  Captain 
Janeway  gave  permission  to  Paris  to  begin  his 
seven-week  task  of  restoring  the  program. 


The  Fair  Haven  program  was  salvaged, 
but  with  major  corruptions  to  the  program. 
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From  tne  ^Vormnole 
Robert  H.  Justman 


Apologia 

For  Bob  Justman,  STAR  TREK  was  more  than  just  a  job;  it  was  a  passion.  As  he 
looks  back  over  his  career,  it  stands  out  as  the  high  point  of  his  working  life,  but, 
as  he  freely  admits,  there  were  times  when  he  could  have  done  things  differently. 


Bob  Justman  (far  right)  was  with  STAR  TREK  from  the  very  beginning;  he  was  hired 
to  work  as  the  assistant  director  on  the  first  pilot ,  ‘The  Cage.  ’ 


here  have  all  the  years  gone?  I 
was  young  -  I  know  I  was  -  when 
I  began  work  on  the  first  STAR 
TREK  pilot,  'The  Gage,’  in  1964. 

In  1 965  it  evolved  into  the  second 
pilot,  ‘Where  No  Man  Has  Gone  Before,’ 
which,  in  1966,  became  a  series.  Our  show 
was  broadcast  for  three  full  seasons,  finally 
terminating  (we  were  canceled)  on  the  night  of 
Tuesday  June  3,  1969  when  the  final  fadeout 
fell  upon  the  final  scene  of  the  final  episode, 
a  real  dog  called  ‘Turnabout  Intruder.’  By 
then,  I  wasn’t  so  young  any  more. 

Important  ideas 

From  the  start  of  photography  on  ‘The 
Cage’  to  the  show’s  supposed  demise,  STAR 
TREK  consumed  a  lengthy  portion  of  my 
existence.  And  it  consumed  me  too;  I  gave 
my  heart  and  soul  to  the  show;  fought  against 
each  blow  delivered  by  powerful  forces  both 
at  the  studio  and  at  the  network;  suffered  the 
bad  reviews  by  the  critics  who  disparaged  our 
show  and  its  cast  and  made  fun  of  our  flimsy 
sets  and  the  even  flimsier  costumes  in  which 
we  immersed  our  female  guest  stars.  But,  most 
of  all,  I  suffered  because  no  one  got  it;  not 
the  critics  or  the  so-called  ‘shakers’  who  could 
make  things  happen  for  us.  STAR  TREK  had 
delivered  a  message  that  no  one  ‘important’ 
could  understand  —  except  our  loyal  band  of 
young  viewers,  our  ‘Trekkies,’  the  ones  who 
did  get  the  message  about  morality. 

When  faced  with  a  problem  that  required 
an  immediate  solution,  Captain  Kirk  always 
chose  the  right  way  to  go,  the  non-expedient 
way,  the  moral  way.  Sure,  it’s  tough  to  co-exist, 
with  a  warlike  neighbor  here  on  Earth  or  out 
in  space,  but  if  you  try,  really  try,  then  perhaps 
your  enemy  will  try  a  little  harder  too.  And 
together  we  can  find  a  way  to  get  along.  That 


idea  appealed  to  our  fans,  and  it  appealed 
to  me.  We  could  use  that  way  today. 

But  in  1969  the  struggle  was  over,  so  it 
seemed,  and  I  went  on  to  other  work  in 
the  industry.  In  the  years  that  followed  I 
produced  lots  of  series,  but  only  one  that 
I  really  cared  for:  ‘Then  Came  Bronson.’  I 
thought  it  was  a  beautiful  show,  but  it  was 
canceled  after  only  one  season  and  then 
dropped  from  sight.  But  STAR  TREK  was 
a  seminal  force  for  my  entire  life.  It  was  the 
first  show  I  ever  produced,  and  I’d  put  every¬ 
thing  I  had  into  it,  as  had  everyone  who 
worked  with  me. 

I  thought  Gene  Roddenberry’s  concept  was 
brilliant,  and  I  knew  he  was  brilliant.  After  all, 


I  spent  years  of  14-  or  16-hour  days  at  the 
studio,  working  hand  in  glove  with  him.  We 
actually  spent  more  time  together  than  with 
our  families.  We  formed  a  deep  bond,  so  I 
guess  I  have  the  experience  to  call  him  a 
brilliant  man:  innovative,  open-minded,  and 
intellectually  adventurous.  And  he  was  cool. 

And  speaking  of  cool,  my  first  apology 
comes  here;  it’s  to  my  loving  wife,  Jackie,  who 
put  up  with  my  wacky  life  and  ways  and  never 
complained.  Whether  it  was  STIR  TREK  or 
any  of  the  other  shows  I  produced,  including 

STAR  TREK:  THE  NEXT  GENEKiTION,  she 
kept  our  family  together,  and  she  kept  me 
together:  an  altogether  more  difficult  task. 

Which  brings  me,  magically,  back  to  STAR 
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Bob  is  certain  the  show  would  have  bene¬ 
fited  from  giving  Nichelle  Nichols  more  to 
do  than  opening  hailing  frequencies. 


TREK.  I  was  overjoyed  when  Gene  invited  me 
to  come  back  to  Paramount  to  help  him  make 
a  new  STAR  TREK.  (And  in  the  beginning 
that’s  what  we  called  our  new  series  -  ‘the 
new  STAR  TREK  -  because  we  didn’t  have 
a  name  for  it.)  Now,  thanks  to  the  unforeseen 
success  of  all  the  old  re-runs  and  the  new 
STAR  TREK  movies,  I  finally  had  a  chance  to 
prove  that  a  STAR  TREK  series  was  not  only 
viable,  it  would  be  a  winner.  I  was  totally 
turned  on,  and  I  sent  a  barrage  of  memos  to 
Gene  containing  ideas  that  would  make  STAR 
TREK  better  than  it  had  ever  been:  families 
on  board,  a  Klingon  crew  member,  a  terrific 
new  main  title  for  the  opening,  a  back  story 
for  Wesley  Crusher  and  his  mom,  Dr.  Beverly 
Crusher,  that  involved  our  captain  ... 


The  perfect  captain 

And,  speaking  of  our  captain,  I  was  the  one 
who  became  smitten  by  Patrick  Stewart  and 
suggested  to  Gene  that  this  bald  Englishman 
became  the  new  captain  of  the  Enterprise,  even 
though  he  lacked  the  dark  curly  hair  and 
French  accent  that  Gene  had  set  his  heart 
on.  Gene  turned  my  suggestion  down  for 
months  on  end  before  finally  agreeing  with 
producer  Rick  Berman,  casting  director  Junie 
Lowry,  and  yours  truly  that  Patrick  was  the 
best  possible  choice  for  the  role.  And  we 
were  all  right;  he  was  —  and  is  -  the  best. 

My  next  apology  is  to  Nichelle  Nichols;  I 
made  a  joke  about  her  in  the  book,  ‘Inside 
STAR  TREK,  The  Real  Story’  that  I  wrote 
with  former  Desilu  VP  Herb  Solow,  which 
described  her  problem  speaking  that  now- 
famous  line,  ‘Hailing  frequencies  open,  sir.’ 


TO:  Gene  Roddenberry 
FROM:  Bob  Justman 


MEMO 


DATE:  OCTOBER  17,  1986 

SUBJECT:  STAR  TREK/BIBLE 

"Noah's  Ark "  premi se 


There  is  one  element  which  I  always  felt  was  lacking  in  our 
original  series.  Although  our  ship  was  engaged  in  a  "five  year 
mission,"  there  were  only  crew  members  aboard.  For  the  new 
series,  we  are  postulating  travel  through  space  which  could  last 
for  an  even  longer  period  of  time.  To  expect  people  to  leave 
everyone  and  everything  they  hold  most  dear  for  such  a  long 
journey  is,  I  think,  unconscionable.  Why  should  our  Enterprise 
crew  be  denied  the  opportunity  to  live  a  full  and  rewarding  life? 

Therefore,  I  propose  that  we  have  men.  women  and.  children  on  board 
throughout  the  whole  new  series.  There  would  be  births,  deaths, 
marriages,  divorces,  etc.  Crew  members  would  go  "home"  to  the 
various  living  quarters  aboard  at  the  end  of  their  duty  shifts. 
They’d  have  dinner  with  the  family,  help  the  children  with  their 
homework  or,  if  unattached,  pursue  the  opposite  sex  in  mankind's 
oldest  imperative  -  the  mating  game.  What  we  would  have  then  is, 
indeed,  "Wagon  Train  to  the  Stars".  The  pioneers  didn't  leave 
their  families  (or  their  desires)  behind  when  they  migrated 
westwards  so  why  should  we  deny  our  people  the  same  human  rights? 

Most  of  the  time  we  would  not  make  a  big  deal  out  of  the  presence 
of  children  on  board  -  we'd  just  see  them  in  various  areas  of  the 
ship,  in  passing.  Additionally,  I  propose  that  certai n  sped  f i c 
family  members  would  become  a  part  of  a  continuing  story  thread 

throughout  the  various  episodes  but  only  once  in  a  while  would  a 
family  situation  become  the  paramount  (if  you'll  excuse  the 
expression)  focus  of  an  individual  episode.  This  new  approach  to 
STAR  TREK  would  give  us  much  the  same  sort  of  dramatic  continuity 
that  current  shows  like  "Hill  Street  Blues"  and  "L.A.  Law"  have. 


TO:  Gene  Roddenberry 

FROM:  Bob  dustman 


MEMO 

DATE: 

SUBJECT: 


OCTOBER  17,  1986 

STAR  TREK/STORY  IDEA 
"No  Room  At  The  Inn" 


I  have  an  idea  which  might  work  out  well  as  a  springboard  for 
an  episode. 

Let's  postulate  that  there  is  a  planet  which  can  not  support 
another  physical  being  -  by  that  I  mean  a  body,  not  a  mind. 
Bodies  wear  out  eventually;  but  if  a  mind  has  value,  it  ought 
to  be  retained  for  the  good  of  society. 

The  Enterprise  encounters  this  civilization  which  is  set  up  so 
that  when  a  body  wears  out,  the  mind  is  transferred  to  a  new 
body  container.  As  I've  said,  society  benefits  -  but,  in 
another  way,  society  is  the  loser.  Mature  minds  have  become 
the  only  minds  on  this  planet.  There  is  no  chance  for  new  life 
-  youthful  life  -  to  develop.  Nobody  "grows  up."  Nobody 
starts  out  innocent.  All  the  wonders  of  childbirth  and 
maturation  do  not  exist.  "Intelligence  entities"  do  battle 
with  one  another  to  ensure  that  they,  and  not  their  opponents, 
are  the  ones  to  be  "renewed," 

When  our  landing  party  arrives,  the  delicate  balance  between 
the  denizens  of  the  planet  and  their  fragile  environment  is 
altered,  thereby  increasing  the  already  intense  conflicts  which 
have  burgeoned.  This  places  not  only  our  people  in  danger  but 
all  the  inhabitants  of  the  planet,  friend  and  foe. 


Jeff  Hayes 
Ed  Mi  1 ki  s 
David  Ge r ro 1 d 
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MEMO 

TO: 

Gene  Roddenberry 

DATE: 

OCTOBER  18,  1986 

FROM: 

Bob  Justman 

SUBJECT: 

STAR  TREK/BIBLE 
Klingon  Marine 

Despite  your  aversion  to  using  Klingons  in  the  new  series,  I 
think  I've  thought  of  something  which  might  just  change  your 
mind. 

Would  you  believe  a  Klingon  (or  part  Klingon)  as  one  of  our 
regulars?  Because  of  his  (or  her)  race's  military  skills  and 
prowess,  this  person  would  be  well-suited  for  a  role  of  this 
sort.  We  would  portray  the  character  as  loyal  to  the 
Federation  but  subject  to  some  suspicion  by  certain  of  the 
other  crew  members.  If  the  Klingon  were  part  human,  he  (or 
she)  might  suffer  emotionally  because  of  this  unfair  prejudice. 
Perhaps  the  audience  might  also  wonder  if  there  is,  in  fact, 
something  there  that  doesn't  quite  add  up. 

This  character  might  possibly  afford  us  the  air  of  "mystery" 
which  always  was  part  and  parcel  of  Mr.  Spock. 


cc:  Jeff  Hayes 

Ed  M i 1 k i s 
David  Gerrold 
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MEMO 


TO:  Gene  Roddenberry  DATE:  OCTOBER  18,  1986 

FROM:  Bob  Justman  SUBJECT:  STAR  TREK/BIBLE 

Multi-racial  Crew 


Gene,  I  think  we  should  continue  your  policy  of  having  an 
intei — racial  crew  on  board  the  Enterprise.  I  would  like  to 
suggest,  however,  that  we  expand  upon  this  theme. 

Other  than  Spock,  Uhura  and  Sulu  in  the  original  series,  we 
never  established  other  racial  types.  Would  it  be  possible  for 
us  to  have  other  races  such  as  East  Indians  (who,  today,  are 
very  prominent  in  scientific  disciplines),  American  Indians 
(such  as  Apaches,  with  their  Athabascan  language),  Australian 
"Aboes",  Arabs,  Jews,  etc.  plus  some  inhabitants  of  other 
planets  within  the  Federation? 

We  certainly  don't  need  to  make  any  of  them  "regulars"  (with 
the  possible  exception  of  an  East  Indian)  but  a  speaking  part 
now  and  then  and/or  as  Extra  Talent  would  help  to  give  our  show 
that  special  flavor  we  always  tried  for. 


cc:  Jeff  Hayes 

Ed  M i 1 k i  s 
David  Gerrold 


As  these  memos  show,  Bob  was  actively  involved  in  creating  the  Writer’s  Bible  for  STAR 
TREK:  THE  NEXT  GENERATION.  The  ideas  suggested  here  include  a  Klingon  crew  member 
(who  eventually  became  Worf),  putting  families  on  the  ship,  and  introducing  multi-racial 
characters.  He  also  contributed  several  story  ideas  such  as  ‘No  Room  at  the  Inn.’ 


It  was  only  when  Bob  saw  Majel  Barrett’s 
performance  as  Lwaxana  Troi  that  he 
realized  what  a  fine  actress  she  is. 

What  I  didn’t  write,  Nichelle,  was  that  you 
are  a  fine  actress  who  can  deliver  the  goods 
in  any  kind  of  scene  and  that  you  should  have 
been  given  much  more  to  do.  The  show  would 
have  benefited  from  allowing  you  to  display 
more  of  your  wares,  and  maybe  then  you 
wouldn’t  have  minded  having  to  say  anything 
at  all  about  hailing  frequencies  and  whether 
they  were  open  or  closed,  or  shut  for  repairs. 

My  next  to  final  apology  is  to  Majel  Barrett 
Roddenberry.  I  told  Gene  I  didn’t  like  her 
portrayal  of  Nurse  Chapel.  He  just  smiled 
and  said,  ‘She’s  a  fine  actress,  Bob.’  The  real 
problem,  Majel,  was  that  your  part  was 
written  wrong  and  I  made  the  mistake  of 
confusing  the  actress  with  the  character  - 
Chapel  was  too  wimpy.  Years  later  you  played 
Troi’s  mother,  Lwaxana,  and  I  was  bowled 
over  by  your  terrific  performance.  So  Gene 
was  right,  again,  and  I  was  wrong.  Sorry, 
Majel. 

My  final  apology  goes  to  you,  the  fans.  I 
missed  too  many  opportunities  to  thank  you 
when  I  had  the  chance.  Ego  is  a  powerful 
tiling,  and,  to  quote  Hamlet,  one  of  the  two 
characters  Gene  chose  to  base  Captain  Kirk 
on,  ‘conscience  does  make  cowards  of  us  all.’ 
But  it  doesn’t  do  that  to  me,  not  any  more. 

I’ve  lived  too  long  and  endured  too  much  to 
shirk  my  responsibilities  at  this  late  date.  My 
experience  tells  me  that  conscience  instead 
makes  me  strong,  and  helps  me  say  that  I’m 
indebted  to  each  and  every  one  of  you  and 
what  you  have  accomplished  for  the  sake  of 
STAR  TREK.  You  kept  the  flame  alive.  So 
please,  ‘Live  long  and  prosper.’ 

©Robert  H.  Justman,  2002 


ADVERTISEMENT 


ffiCHNOSCOUT 

Make  your  cell  phone 
“hands-free’!.. in  seconds! 

Navigator  Hands-Free  Kit ™  turns  your  cell  phone  into  a  speakerphone ,  powers  and  charges,  and  moves 
between  cars  without  expensive  adapters  or  installation. 


by  John  Bell 

It's  a  fact,  more  and  more  automobile 
accidents  are  being  blamed  on  the  use  of 
cell  phones  while  driving.  In  fact,  accord¬ 
ing  to  a  study  by  the  New  England  Journal  of 
Medicine,  drivers  who  talk  and  travel  are  four 
times  as  likely  to  get  in  an  accident.  Some 
states  are  considering  banning  cell  phone  use 
in  cars,  unless  it's  hands  free.  Until  now,  if 
you  wanted  to  purchase  an  adapter  for  your 
car,  you  were  forced  to  buy  one  from  the 
phone  manufacturers  or  cell  phone  carriers. 

Now,  there's  a  great  new  product  that  lets 
you  keep  both  hands  on  the  wheel  while 
using  your  cell  phone:  the  Navigator 
Hands-Free  Kit™. 

No  more  dangerous  driving.  Chances  are, 
you've  seen  people  driving  down  the  road, 
cradling  a  cell  phone  on  their  shoulder,  as 
they  try  to  carry  on  a  conversation  while 
navigating  traffic.  With  the  increasing  num¬ 
ber  of  cell  phone  users  on  the  road,  the 
problem  has  gotten  progressively  worse. 

You've  seen  them,  drifting  across  the  center 
line  while  they're  talking  on  the  phone.  For 
that  very  reason,  some  states  have  enacted 
legislation  banning  the  use  of  cell  phones  in 
cars,  unless  they  are  operated  hands-free.  Now, 
there's  a  great  new  way  to  carry  on  conversations 
that's  safe,  convenient  and  affordable.  The 
Navigator  Hands-Free  Kit  is  a  snap  to  install  and 
incredibly  easy  to  use.  Now  you  can  turn  your  cell 


Why  pay  your 
cellular  carrier  for 
expensive  adapters? 


This  all-in-one  unit  goes  with  you  from 
car  to  car.  All  you  have  to  do  is  plug  it  in. 
Try  it  for  yourself.. .risk-free.  There's  no 
reason  to  endanger  the  safety  of  you  and 
your  passengers.  Now,  anyone  can  turn 
their  cell  phone  into  a  hands-free 
speakerphone  in  seconds.  The  Navigator 
Hands-Free  Kit  comes  with  a  one-year 
manufacturer's  limited  warranty  and 
TechnoScout's  exclusive  risk-free  home 
trial.  If  you  are  not  completely  satisfied 
for  any  reason,  simply  return  it  within 
90  days  for  a  full  "No  Questions  Asked" 
refund. 


JUST  PLUG  IT  IN  AND  YOU’RE 
READY  TO  GO! 


No  installation  required. 

You  simply  plug  the  holder 
into  your  car's  cigarette 
lighter  and  place  your 
cellular  phone  in  the  charger. 
You  can  enjoy  a  clear  conver¬ 
sation  and  keep  both  hands  on 
the  wheel. 


Hands-free 

speaker 

Adjustable 
power  source 


Volume 
...  control 


Microphone 


phone  into  a  car  speakerphone.  This  enables 
you  to  keep  both  hands  on  the  wheel  while  using 
your  Motorola,  Nokia  or  Ericsson  cellular  phone. 
No  more  cradling  the  phone  between  your  ear 
and  your  shoulder... and  no  more  dangerous 
one-handed  driving. 

Installs  in  seconds.  Simply  plug  the  DC  adapter 
into  your  car's  cigarette  lighter  and  set  your  phone 
in  the  cradle.  A  special  connector  in  the  base 
recharges  your  phone,  saves  your  battery  and 
converts  your  conversations  to  speakerphone  mode. 
The  speaker  at  the  top  of  the  cradle  provides  your 
in-car  audio  and  the  microphone  at  the  bottom 
captures  your  voice.  The  unit  also  features  a  built- 
in  volume  control  and  an  adjustable  swivel 
connector  between  the  cradle  and  the  DC  plug  for 
perfect  positioning  in  almost  any  vehicle. 

Why  pay  hundreds  of  dollars?  Service  plans  are 
not  the  only  way  that  cellular  phone  companies 
generate  their  explosive  profits.  Accessories  are  a 
major  source  of  profit  for  these  firms,  and  they 
want  to  keep  it  that  way.  They  would  like  to  sell 
you  their  hands-free  adapters,  chargers  and  power 
sources  separately.  Then,  they  would  like  for  you 
to  pay  their  technicians  to  install  these  products  in 
your  car.  They  pull  up  carpet,  remove  molding 
and  install  permanent  wires  in  your  vehicle. 


TechnoScout.com _ 

For  years,  we  have  found  high  tech  solutions 
from  the  innovators  and  brought  them  directly 
to  you... months  before  they  were  available  in 
stores.  Now,  TechnoScout.com  is  the  high-tech, 
low-stress  way  to  a  better  life. 


Navigator  Hands-Free  Holder/Charger 

. S59.95  $6.95  S&H 

Additional  Units . $49.95  each 

Please  specify  Motorola  StarTAC,  Nokia  6100/5100 
series  or  Ericsson  600/700. 

Please  mention  product  code  9099-18977. 

For  fastest  service,  call  toll-free  24  hours  a  day 

800-992-2966  bbwto 

To  order  by  mail,  send  check  or  money  order  for  the  total  amount 
including  S&H.  To  charge  it  to  your  credit  card,  enclose  your 
account  number  and  expiration  date. 

Virginia  residents  only — please  add  4.5%  sales  tax. 

A  Comtrad  Industries  Company 

ECHNOSCOITT 

1 998  Ruffin  Mill  Road 
Colonial  Heights,  Va  23834 
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|  Briefing:  Tsunkalse 


Tsunkalse 


Tsunkatse  is  a  bloodthirsty  form  of  popular  entertainment  that  brings  huge  financial 
rewards  to  the  Norcadian  homeworld.  It  pits  two  fighters  against  each  other  in  much  i 
the  same  way  as  the  gladiatorial  contests  from  ancient  Rome  in  Earth’s  past. 


Tsunkatse  is  a  brutal  sport 
that  pits  two  fighters  against 
each  other  in  unarmed 
combat.  It  was  developed 
by  a  Delta  Quadrant  race  known 
as  the  Norcadians,  who  kidnap 
the  competitors  and  force  them  to 
fight  -  sometimes  to  the  death. 

Tsunkatse  is  the  ultimate  test 
of  the  competitors’  fighting 
prowess,  and  only  the  fittest 
survive  in  this  most  barbarous 
of  contests.  The  savagery  of  the 
fights  is  enhanced  by  the  use  of 
a  series  of  plasma  disruptors  and 
sensors  that  the  combatants 
have  to  wear  on  their  torso, 
back,  hands,  and  feet.  When 
one  of  the  disruptors  comes  in 
contact  with  a  sensor  it  sends  a 
bioplasmic  shock  ripping  through 
the  unfortunate  victim’s  body. 

Spatial  coliseum 

Tsunkatse  is  fought  in  a 
custom-made  arena  that  is 
located  aboard  a  constantly 
moving,  heavily  armed  and 
armored  vessel.  The  fights  are 
then  holographically  projected 
to  numerous  Tsunkatse  arenas 
throughout  the  region  so  that 
the  crowds  of  spectators  believe 
that  the  fight  is  actually  taking 
place  in  front  of  them. 

The  broadcasts  of  the  fights 
reach  as  many  as  three  billion 


The  amoral  Peak  ran  the  Tsunkatse  operation  Seven  was  trained  to  fight  by  a  Hirogen  who  had  Tsunkatse  is  incredibly  popular,  but  the  crowds 

with  an  eye  to  making  as  much  profit  as  possible.  been  captive  on  the  Tsunkatse  ship  for  19  years.  do  not  realize  that  they  are  watching  holograms. 


quality  of  the  fight,  and  whether 
his  latest  recruits  are  suitable 
for  combat.  He  lauds  a  competi¬ 
tive  spirit  and  the  will  to  win,  and 
he  is  naturally  pleased  when  he 
sees  such  qualities  in  potential 
fighters.  Everyone  else  is  dispen¬ 
sable;  he  coldly  assesses  children 
captured  with  their  parents  as 
unsuitable  for  competition,  and 
their  mothers  and  fathers  never 
see  them  again. 


Prized  fighter 

Penk’s  favored  champion  for 
many  years  was  a  Hirogen.  He 
was  first  captured  and  forced  to 
take  part  in  the  contests  in  2357: 
He  won  countless  bouts,  leading 
Penk  to  extend  to  him  a  certain 
respect  that  was  absent  from 
his  relations  with  other  prisoners. 
The  Tsunkatse  mastermind  found 
a  potential  new  favorite  in  2376, 
however,  when  U.S.S.  Voyager 
NCC-74656  crew  members 
Lt.  Commander  Tuvok  and 
Seven  of  Nine  were  captured. 

Penk  was  highly  impressed 
with  Seven’s  Borg-enhanced 
physiology,  with  its  superior 
strength,  agility,  stamina,  and 
visual  acuity.  He  also  liked  her 
defiant  attitude,  as  it  boded  well 
for  the  tenor  of  the  fight.  He 
demonstrated  his  ruthless  nature! 
by  holding  the  injured  Tuvok 


Seven  of  Nine  found  herself  in  the  Tsunkatse  arena,  or  ‘pit’  as  some  of 
the  competitors  referred  to  it,  after  she  was  kidnapped  as  a  new  fighter. 


spectators,  who  all  have  to  pay 
to  watch.  This  brings  enormous 
financial  benefits  to  the  Norcadian 
homeworld.  The  huge  rewards 
mean  that  the  authorities  turn 
a  blind  eye  to  what  is  effectively 
a  slave  trade;  races  who  have 
lost  citizens  to  the  competition 
are  unlikely  to  retrieve  them 
through  official  channels. 

Fighters  are  effectively 
imprisoned  aboard  the  Tsunkatse 


vessel,  which  is  constantly  on  the 
move,  insuring  that  it  does  not 
become  an  easy  target  for 
attackers.  Even  if  the  ship  is 
found,  multiphasic  forcefields  are 
in  place  to  prevent  competitors 
from  being  transported  away. 

The  Tsunkatse  operation  is  run 
by  a  Norcadian  named  Penk.  He 
affects  a  paternal  care  for  his 
hapless  prisoners,  but  he  is  far 
more  concerned  with  profit,  the 


1 


Tsunkatse  is  a  barbaric  sport  in 
which  the  contestants  fight  until 
one  is  unconscious,  or  even  dead. 


hostage  to  force  Seven  to  fight; 
he  threatened  to  enter  the  Vulcan 
in  a  red  match  -  a  fight  to  the 
death  -  if  she  did  not  acquiesce. 

Penk  felt  that  Seven  would  be 
good  for  business,  as  the  audi¬ 
ence  had  never  seen  a  drone, 
even  one  liberated  from  the  Borg 
collective,  enter  the  ring.  His  intu¬ 
ition  was  confirmed  when  she 
proved  extremely  popular,  even 
after  she  lost  her  first  fight.  The 
audience  grew  because  of  the 
tremendous  and  widespread 


hostility  toward  the  Borg;  put 
simply,  people  were  willing  to  pay 
to  get  their  own  back  by  proxy. 

Penk  was  ecstatic  at  the 
prospect  of  so  many  people  paying 
to  see  Seven  fight  again,  so  he 
entered  her  in  a  red  match  against 
the  Hirogen.  The  warrior  was  made 
aware  of  this  ahead  of  Seven,  and 
he  took  the  opportunity  to  train  her 
up  so  that  she  could  grant  him  the 
one  thing  he  craved:  an  escape 
from  Tsunkatse  by  an  honorable 
death. 


Unwanted  attention 

The  padding  of  Penk’s  wallet 
continued  apace  until  Voyager 
intervened;  the  Starfleet  vessel 
destroyed  his  vessel’s  projectors, 
progressively  removing  his  audi¬ 
ence,  and  thus  the  reason  for 
continuing  with  the  fight.  He  could 
only  look  on  in  frustration  as  his 
two  champions  were  beamed  away 
from  beneath  his  nose. 

It  is  probable  that  he  did  not 
make  a  good  return  on  this  partic¬ 
ular  bout,  but  it  is  equally  likely 
that  his  hungry  audience  goes 
on  subsidizing  Tsunkatse.  He  may 
have  lost  his  two  top  fighters,  but 
Penk  knows  that  there  is  always  a 
new,  if  unwilling,  champion  waiting 
in  the  wings. 


Despite  her  Borg-enhanced  strength  and  speed,  Seven  was  knocked  out 
during  her  first  Tsunkatse  bout.  Fortunately,  she  was  rescued  before  the 
completion  of  her  ' red  match,  ’  which  is  a  fight  to  the  death. 


Omniscient  overM 


The  broadcasts  of  all 
of  the  popular  Tsunkatse 
matches  were  controlled 
by  Penk  from  his  private 


Penk  oversaw  all  aspects  of  Tsunkatse;  he 
welcomed  all  newcomers  himself,  and 
examined  them  to  discern  their  strengths. 
He  often  accompanied  favored  champions 
to  the  ring  and  took  a  personal  interest  in 
their  fortunes,  rather  like  a  dedicated 
manager.  He  monitored  each 
contest  from  a  small  booth 
above  the  fighting  area,  and 
from  here  he  was  also  able 
to  oversee  the  transmissions 
being  beamed  off  the  ship. 

Penk  took  care  of  the  commu¬ 
nications  side  of  things  as 
well;  he  personally  made 
contact  with  approaching 
vessels,  even  if  it  was  just 
to  let  them  know  that  it  was 
not  an  appropriate  time 
for  conversation. 


station  above  the 
fighting  ring. 


Penk  examined  all  the  new 
recruits  so  that  he  could 
judge  their  suitability  as 
combatants. 


Tsunkatse  Ve 


FIGHTERS’ 

FACILITIES 

The  contestants’ 
quarters  provide 
an  area  for  them  to 
practice,  but  offer 
few  comforts;  the 
beds  are  no  more 
than  cold  metal 
slabs,  and  are 
a  stark  reminder 
of  the  morgue  that 
many  of  the  fighters 
will  soon  end  up  in. 


BROADCAST  VESSEL 

Tsunkatse  matches  are  broadcast  across  a  vast  area 
of  space  in  the  Delta  Quadrant  from  a  large  vessel, 
commanded  by  the  Norcadians.  The  fights  are  relayed 
through  the  ships’  numerous  antennae  to  many  worlds 
via  holographic  recreations  of  the  combatants. 


ASSESSING  THREATS 

The  defensive  sophistication  of  the  Tsunkatse 
vessel  extends  to  its  scanning  technology, 
which  has  the  ability  to  ascertain  the 
offensive  capability  of  an 
approaching  vessel 
and  evaluate  the 
threat  it  may 
pose. 


Tsunkatse  Vessel 


The  Tsunkatse  vessel  is  a  heavily  fortified  prison  to  the 
competitors  in  this  brutal  sport,  and  its  transmitters  insure 
that  the  fights  are  broadcast  to  billions  of  fans. 


The  Tsunkatse  operation  is  run  from  a  custom-made  vessel  designed  not  only  to  house 
the  Tsunkatse  arena,  competitors,  and  program-makers,  but  also  to  offer  a  formidable 
level  of  protection  to  this  economically  vital  bloodsport. 

The  Tsunkatse  vessel  is  protected  by  reinforced 
hull  plating  and  Koverian  shielding  that  dissi¬ 
pates  a  directed  energy  blast 
around  the  entire  shield 
matrix,  reducing  the 
impact  on  a  single 
area.  It  is  also 
equipped  with 
multiphasic 
forcefields 
that  prevent 
other  ships 
from  using  their 

transporters  to  free  the  enslaved 
fighters.  The  vessel  is  armed  with 
neutronic  particle  beam  weapons, 
and  the  hull  is  dotted  with  the 
antennae  necessary  to  transmit 
the  fights  throughout  the 
Norcadian  sector. 


INSIDE  THE  FORTRESS 

The  interior  of  the  Tsunkatse  vessel 
is  equipped  with  living  quarters  and 
medical  facilities  for  the  fighters,  as 
well  as  the  fighting  arena,  which  is 
located  within  a  circular  section  on 
the  upper  part  of  the  main  hull. 
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Interview 


David  Ogden  Stiers 

One  of  STAR  TREK:  THE  NEXT  GENERATION'S  most  notable  guest  stars, 

David  Ogden  Stiers,  appeared  in  the  Season  Four  episode  'Half  a  Life.’  We  talk 
to  him  about  the  show,  and  his  latest  role  on  Michael  Piller’s  'The  Dead  Zone.’ 


David  Ogden  Stiers  is  currently  in 
L.A.,  having  completed  filming  on 
1 3  episodes  of  ‘The  Dead  Zone’  in 
Vancouver  in  the  role  of  Rev.  Purdy, 
“Only  one  foot  is  in  L.A.  -  I  live 
quietly  on  the  coast  of  Oregon,”  he  says. 
“Pm  not  much  fond  of  cities  anymore! 

But  if  1  had  to  be  fond  of  a  city,  I  would 
be  fond  of  Vancouver.”  He’s  enjoying 
working  on  the  show.  “I  think  the  work  is 
actually  quite  extraordinary.  I  would  say 
that  most  of  the  responsibility  goes  directly 
to  Michael  Piller.  A  year  and  a  half  ago  I 
read  the  original  pilot,  which  was  fasci¬ 
nating;  I  was  up  for  consideration,  but 
as  I  recall  it  was  for  a  guest  role.” 

Good  or  evil 

As  Rev.  Purdy,  there  is  a  fine  line  to  be 
trodden.  “I  think  it’s  on  the  page  too,  but 
I’m  electing  to  play  the  man  as  believing 
everything  he  says,  even  when  it  is  a  bit 
cynical  and  self-serving  -  not  sacrilegious 
but  terribly  secular.  But  truth  exists  in  ambi¬ 
guity  in  all  of  us,  doesn’t  it?  We’re  capable 
of  perfectly  wonderful  acts  of  courage, 


Dr.  Timicin  came  aboard  the 
ENTERPRISE  to  receive  help  in  an 
experiment  designed  to  save  his  home - 
world ,  and  fell  in  love  with  Lwaxana. 


courtesy,  and  altruism,  but  we  will 
at  given  moments  act  in  the  most 
selfish  ways.” 

David  had  previously 
encountered  Michael  Piller 
when  he  played  the  role  of 
Dr.  Timicin  in  ‘Half  a  Life’; 
he  was  a  native  of  the 
planet  Kaelon  II,  a  scientist 
who  was  trying  out  an 
experiment  in  helium 
fusion  enhancement  in 
order  to  save  his  planet.  As 
he  was  a  well-known  guest 
star,  the  makeup  was  kept 
light,  to  David’s  relief. 

“I’m  glad  I  didn’t  have 
to  do  the  time  in  the  makeup 
chair,  despite  the  fact  that 
Michael  Westmore  is  a  wonderful 
person  to  be  around  for  that  process! 

We  did  do  almost  two  hours  of  makeup, 
then  we  looked  at  it  and  found  it  actually 
not  as  extreme  as  we’d  hoped.  The  change 
was  real  and  visible,  but  I  would  have  liked 
it  a  little  more  vivid;  a  bit  more  changing, 
somehow.  I  think  we  laid  on  dimensional  stuff 
initially  and  then  it  became  a  stencil,  but  with 
something  slightly  raised.  My  skin  broke  out; 
there’s  no  effective  barrier,  otherwise  the  latex 
won’t  adhere  properly,  and  solvents  have  to 
be  applied  bit  by  bit  under  the  latex  to  pull 
it  away  from  the  skin.  It’s  very  potent  on 
complexions.  I  don’t  know  how  DEEP  SPACE 
NINE  survived  its  makeup  needs;  that  struck 
me  as  very,  very  difficult.” 

David  had  always  been  a  fan  of  STAR 
TREE,  and  a  guest  role  had  been  on  the  cards 
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for  some  time.  “If  memory  serves  we 
tried  to  do  two  or  three  others,  with 
schedule  conflicts  preventing,  and 
I  finally  got  to  do  that  one.” 

But,  coming  in  to  work,  he 
discovered  that  the  24th 
century  was  just  as  prosaic 
as  everyday  life.  “It’s  all 
plywood,  you  know!  There 
is  that  moment  when  you 
walk  on  the  set  and  realize, 
‘Oh,  dear;  it’s  like  every¬ 
thing  else  I’ve  ever  done’  — 
we’ve  pushed  the  magic 
uphill  before  us;  it’s  like  a 
Jello  on  a  serrated  surface, 
hoping  it  will  not  come  apart. 

I  was  appalled  to  realize  that 
some  poor  schmuck  up  in  the 
rafters  had  to  open  the  whooshing 
doors  with  a  great  thump  and  rattle 
and  we  couldn’t  talk  over  it;  or,  if  we  did 
we  had  to  loop  it!” 

Late-blooming  love 

David  mostly  played  opposite  Majel  Barrett 
as  Lwaxana  Troi.  “The  two  of  us  hit  it  off,  I 
thought,  remarkably  well.  In  fact  I  went  to  the 
Roddenberry  home  to  chat  over  things  with 
Gene;  we  rehearsed  the  scene  with  him,  and 
got  notes  and  took  them  to  work.  There’s  a 
fierceness  about  Majel  that’s  really  wonderful; 
there’s  nothing  hostile  about  it,  but  it  is 
absolute  confrontation  with  everything,  small 
and  large.  That’s  initially  daunting,  and  then 
you  realize,  ‘I  can  go  as  big  as  I  want  to,  and 
I’ll  never  be  bigger  than  she  is.’” 

The  show  dealt  with  a  present-day  dilemma 


Its  all  plywood,  you  know  ...  I  was  appalled  to 
realize  tkat  some  poor  sekmuck  up  in  tke  rafters 
kad  to  open  tke  wkoos  kino  d  oors  ... 
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Interview 


Dr.  Timicin  and  Lwaxana  Troi  fell  in  love,  but  Lwaxana  was  devastated  to  discover 
that  the  scientist  was  scheduled  to  return  to  his  planet  and  take  his  own  life,  having 
reached  the  age  of  60,  in  a  ceremony  known  as  ‘the  Resolution.  ’ 


in  a  futuristic  setting;  the  inhabitants  of 
Kaelon  II  were  expected  to  commit  suicide, 
known  as  ‘the  Resolution,’  at  age  60  rather 
than  linger  on  and  become  a  burden  to  their 
family.  “I  watched  the  episode  on  air  with  my 
mother  and  father,  who  were  in  their  70’s  and 
80’s  at  that  point,  and  didn’t  we  have  a  chat 
afterwards!  I  think  the  value  of  the  piece 
probably  was  the  conversations  it  generated 
about  the  fears  of  aging  -  how  vulnerable 
people  become  when  they’re  not  capable 
of  doing  things  for  themselves  -  and  the 
question  of  suicide,  for  the  most  benevolent 
and  responsible  of  reasons:  that  you  do  not 
wish  to  become  a  burden,  you  don’t  want  to 
be  humiliated  by  the  debilitation  of  your 
physical  form.  The  idea  of  a  party,  a  gath¬ 
ering,  and  celebrating  a  life,  is  remarkable.” 

Duty  versus  romance 

You  couldn’t  help  but  sympathize  with 
the  kindly  Dr.  Timicin  and  his  dilemma. 

“He  genuinely  cared  about  saving  his  society, 
and  he  was  caught  between  his  affection  for 
his  daughter  and  his  sense  of  duty,  and  the 
prospect  of  a  perfecdy  wonderful  and 
challenging  romantic  life  with  Majel’s 
character.” 

Michelle  Forbes  guested  as  daugher  Dara, 
yet  to  make  her  Ensign  Ro  debut.  “We,  I 
think,  liked  each  other  enormously,”  David 
remembers.  “There  was  an  almost  palpable 
connection  between  the  two  of  us;  we  played 
very  well  together.  If  she  and  Majel  had  had 
scenes  -  the  two  of  them  only  -  Michelle 
would  have  been  a  match  for  her.” 

The  years  since  David’s  STAR  TREK  spot 
have  seen  a  wide  range  of  TV  and  movie 
roles,  including  a  great  deal  of  narration  and 
voice  work.  A  recent  project  is  the  animated 
feature  ‘Lilo  and  Stitch,’  in  which  David  is  the 
voice  of  scientist  Dr.  Jumba  Jookiba,  creator 
of  a  being  -  experiment  number  626  -  who 
becomes  a  fugitive  and  is  ‘adopted’  by  a  young 
girl.  “Lilo  has  been  extremely  popular,”  he 
says.  “I’m  enjoying  my  15  minutes  of  hit!  I’m 
actually  working  on  ‘Lilo  and  Stitch  2’  at  the 
moment,  and  there  is  a  series  destined  for 
Saturday  morning  on  ABC;  all  the  experi¬ 
ments  numbered  up  to  626  -  that  was  Stitch 

—  get  loose  and  are  reconstituted  by  water; 
we  go  searching  for  one  of  them  every  week. 
They  have  to  be  caught,  reasoned  with, 
and  tamed.” 

Asked  if  voice  work  is  a  little  constricting, 
David  replies,  “No!  Actually,  it  can  be  more 
truthful.  It’s  rather  like  mask  work.  In  a 
broad-based  course  of  theater  training  they 
will  introduce  to  you  mask  work  at  some  point 

—  nonspeaking  masks  first;  that  is  to  say,  the 


mouth  is  covered  and  you  find  a  way  to  put 
into  your  body  the  look  of  the  mask:  your 
interpretation  of  the  behavior  of  a  face  that 
looks  like  that,  from  the  neck  down. 

Freedom  of  expression 

“Then  you’re  allowed  a  character  mask  — 
one  with  the  mouth  open  —  and  you  begin 
to  interact  with  people.  But  when  you  look  in 
a  mirror  your  body  alters  absolutely,  because 
your  face  is  completely  changed,  and  when  it’s 
only  vocal  work  you  can  imagine  any  behavior 
you  like.  As  long  as  you  don’t  brush  off  your 
sleeve  on  your  shirt  front  or  click  on  the  music 
stand  or  hit  the  microphone,  you’re  free  to 
invent  whoever  you  want  to.  I  actually  forgot 
it  was  my  voice  the  first  time  I  saw  the  movie 
and  Jumba  the  scientist  was  confronting  the 
little  genetic  experiment  that  he  was  respon¬ 
sible  for.  And  it’s  my  seventh  Disney  animated 
feature,  so  I  trust  I’m  doing  something  at  least 
marginally  right!” 

Theater  work  has  been  a  major  element 
of  David’s  career  “It’s  increasingly  difficult 
to  schedule.  I’ve  played  Lear  three  times,  and 
Master  [Sir  John]  Gielgud’s  thoughts  about 
playing  Lear  as  you  get  older  comes  much 
more  understandable  as  one  gets  on;  his 
advice  to  any  actor  playing  Lear  after  the 
age  of  60  was,  ‘Pick  a  light  Cordelia!”’  He 
has  also  enjoyed  directing  in  the  past.  “I  did 
direct  some  episodes  of  ‘M*A*S*H’  [in  which 


he  starred  for  six  years]  and  I  direct  theater 
whenever  I  can;  that  seems  to  be  preferable, 
mosdy  for  scheduling  purposes,  because  you 
get  to  go  away  -  the  show  opens  and  has  its 
run  unencumbered  by  your  presence,  and, 
in  my  case,  obsessive  noting!  But  I  would 
like  to  direct  an  episode  that  I’m  not  in  - 
or  only  tangentially  in  -  of  ‘Dead  Zone,’ 
either  second  or  third  season.  When  I 
directed,  I  loved  it.  With  a  good  crew,  and 
particularly  a  camera  crew  that  have  been 
together  for  a  while,  you  are  so  thoroughly 
underpinned  that  you’re  free  to  concentrate 
on  actors,  which  is  my  preference.” 

David  is  also  a  keen  conductor.  “I’m  the 
associate  conductor  of  two  orchestras  where 
I  live  in  Oregon,  and  I  just  played  for  the 
first,  time  internationally  with  the  Toronto 
Philharmonia,  playing  the  ‘Mother  Goose’ 
suite  in  a  benefit  for  the  RSPCA  [Royal 
Society  for  the  Protection  of  Cruelty  to 
Animals]  in  Toronto.” 

For  the  future,  David  is  hoping  that 
‘The  Dead  Zone’  will  become  a  regular 
stint,  and  there  are  other  projects  in  view. 
“I’ve  heard  of  a  little  independent  movie 
on  the  horizon  in  which  interest  has  been 
mutually  expressed;  and  episodic  stuff  is 
coming  up.  Acting  is  a  verb  -  well,  it’s  a 
gerund,  I  know  -  but  there  is  something 
‘get  off  your  butt’  about  it,  and  I  would 
rather  do  that  than  sit  about!”  ^ 
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Behind  the  Scenes 


Production  Design 

Locadons,  sets,  and  starships 


The  fourth  season  of  STAR  TREK:  THE  NEXT  GENERATION  took  us  back 
to  Earth  for  the  first  time,  and  introduced  us  to  many  new  alien  races. 
But,  for  Richard  James’s  art  department,  it  was  business  as  usual. 


By  STAR  TREK:  THE  NEXT 

GENERATION’S  fourth  season  the 
art  department  was  a  well-oiled 
machine,  with  a  stable  staff.  Although 
the  second  part  of  ‘The  Best  of  Both 
Worlds’  was  a  large  show,  it  didn’t  pose 
production  designer  Richard  James  with  too 
many  problems.  The  Borg  sets  had  been  left 
standing  over  the  hiatus,  so  the  team  had  to 
simply  open  the  stage  doors  and  get  to  work. 
The  show’s  other  major  set  was  the  U.S.S. 
Enterprise  NCC- 1 7 1 0 1-D’s  battle  bridge. 

“That  was  set  up  in  the  first  season,” 
Richard  says.  “It  was  one  of  the  swing  sets 
that  we  held  on  to,  and  I  used  it  in  many  ways 
down  the  line;  any  time  I  had  a  Starfleet  ship, 
I  could  redress  it  and  use  it.  Then,  of  course, 
we  would  have  to  restore  it  back  to  the  battle 
bridge  when  that  was  needed!” 

The  art  department’s  Rick  Sternbach 
worked  with  Alan  Sims  to  design  the  Borg 
arm  that  Picard  was  fitted  with,  complete 
with  moving  parts.  And  Data’s  lab  from  ‘The 
Offspring’  was  reused  for  the  scenes  where 
Troi  and  Data  tried  to  reach  Picard. 

Alien  designs 

The  next  few  episodes  were  actually  shot 
out  of  order,  so  Richard  and  his  team  went 
on  to  work  on  ‘Suddenly  Human.’  This  show 
was  set  entirely  on  the  Enterprise,  but  there 
was  a  brief  scene  in  which  the  crew  visited 
a  Talarian  observation  craft.  As  Richard 
explains,  every  time  they  encountered  a 
new  alien  race  he  had  to  develop  a  new 
design  ethic.  “Some  alien  ship  interiors,  like 
the  Klingons’,  were  established,  so  if  it  was  an 
alien  we  had  seen  before  I  would  always  work 
with  elements  of  the  past.  But,  where  we  had 


i /  38*  ’  \ 

'  ....  t  W  ■  T  E  a  •  .  ■  -  Jy 

$  -  '  J  '  f 


This  set  showing 
the  Picard  family 
graveyard  was 
designed  for 
‘ Family ,  ’  but 
never  used. 
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Behind  the  Scenes 


Sw-iD/sr  dicuntttr  -for 


The  script  for  ‘Suddenly 
Human’  called  for  two 
different  ships:  a  small 
training  vessel  where 
Jono  would  be  found, 
and  a  larger  cruiser 
that  would  come  to 
rescue  him. 


new  aliens,  I  had  to  introduce  a  different  look 
and  architecture,  and  color,  and  design.  Of 
course,  quite  often,  we  only  saw  those  alien 
ships  on  the  viewscreen,  and  so  the  shots 
would  be  limited;  for  the  most  part,  you 
would  just  see  them  from  the  front,  so  you 
would  only  have  to  build  a  three-  or  a  two- 
wall  set.  And,  of  course,  there  were  times 
when  Merri  [Howard]  said,  ‘This  will  be  a 
one-wall  set,  Richard!’  I  can  still  hear  her.” 

‘Suddenly  Human’  contains  a  perfect 
example  of  this  kind  of  minimal  set;  when 
Endar  appears  on  the  viewscreen  he  is  simply 
in  front  of  a  single  wall. 

Soong’s  lab 

The  next  episode  the  production  team 
worked  on,  ‘Brothers,’  called  for  Dr.  Soong’s 
lab,  and,  unusually,  we  saw  Data  land  on  the 
planet’s  surface  and  enter  it  from  the  outside. 
To  do  this,  a  doorway  was  built  on  location, 
but  the  interior  set  was  constructed  on  the 
sound  stage.  “I  think,  for  the  most  part,  our 
exterior  sets  were  pretty  believable,  and  the 
thing  that  works  well  for  something  like  that  is 
when  it’s  a  night-time  shot,  because  you  don’t 
have  to  get  quite  as  detailed.  We  established 
the  entrance  in  that  set,  and,  of  course,  since 
it  was  night,  we  wanted  an  indication  of  light 
coming  from  the  structure.  And  then  Data 
enters,  and  we  pick  him  up  inside.” 

The  team  were  on  location  again  for  the 
next  episode,  ‘Family,’  when  we  finally  got  to 
visit  the  Picard  family  vineyard.  Once 
again,  this  involved  a  fair  amount  of 
ingenuity  on  Richard’s  part.  “The 
vineyard  and  the  house  were 
the  same  property  in  the 
script,  but  in  reality  they 
were  miles  and  miles 
apart.  So,  for  the  fight 
scene,  I  said,  ‘Well, 
what  we  can  do 
is  make  this 
look  like  it’s 


The  visual  effects  team  followed 
Rick’s  designs  closely,  and  the 
models  were  built  by  Greg  Jein. 
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Behind  the  Scenes 


The  tunnels  and  corridors  in  ‘Legacy’  were 
actually  redressed  versions  of  the  Borg 
sets  that  were  left  over  from  ‘The  Best 
of  Both  Worlds.’ 

all  right  there  together.  If  we  start  the  fight 
here  -  next  to  the  hedgerow,  I  can  add  shrub¬ 
bery  to  it  so  that  you  can’t  see  through  it,  and 
then  I’ll  have  the  same  shrubbery  in  the  vine¬ 
yards,  and  they  fall  through  this  hedgerow  and 
just  fall  on  the  ground.’  [Director]  Les  Landau 
loved  that  idea,  and  that’s  what  we  did.” 

The  Picard  vineyards  were  also  extended 
with  a  matte  painting  that  disguised  the  fact 
that  the  location  was  actually  shot  near  the 
desert. 

Recycled  sets 

Richard  had  kept  the  Borg  sets  on  the  stage 
throughout  these  episodes  in  the  belief  that 
they  would  soon  prove  useful.  “Any  elements 
that  gave  us  great  production  values  we  would 
try  to  hold  on  to  for  upcoming  episodes: 
anything  that  was  kind  of  special.  We  would 
use  it  in  all  kinds  of  different  ways;  sometimes 
it  might  be  a  ceiling;  sometimes  it  might  be  a 
wall.  Some  things  we’d  turn  over  many  times, 
and  they’d  play  out  over  several  seasons. 

“The  tunnels  in  ‘Legacy’  were  a  redress  of 
the  Borg  set.  We  did  add  to  it,  and  some  of 
those  archways  were  stock  pieces.  But,  after 
we  shot  it,  it  all  went  into  the  dumpsters, 
because  once  you  shoot  gunite  on  a  set  you 
don’t  work  with  it  any  more!  It’s  basically  like 
a  sprayed  cement  on  the  walls;  when  they 
build  pools  they  spray  the  walls  with  it.  It’s 
sprayed  through  a  pressure  hose  so  that  you 
get  that  texture,  and  you  can’t  remove  it.” 

These  sets  also  made  use  of  the  pit  in  the 
bottom  of  Stage  16,  whicli  Richard  had 
covered  up  in  the  second  season. 

One  of  the  major  changes  in  the  fourth 
season  was  that  the  scripts  and  the  visual 
effects  department  started  to  call  for  more 
alien  ships;  the  task  of  designing  them  fell 
to  illustrator  Rick  Sternbach.  During  the 
year,  he  developed  the  Talarian  observation 
craft  and  cruiser,  a  new  Klingon  ship  -  the 
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Dr.  Soong’s  lab  was  filled  with  things  relating  to  Data’s  design.  As  always,  the  art 
department’s  work  was  surprisingly  detailed;  Rick  Sternbach  helped  Mike  Okuda 
and  the  scenic  art  department  by  drawing  up  these  notes  for  Data’s  internal  dynamics. 


The  first  new  Federation  ship  for  some  time, 
the  NEBULA-class  U.S.S.  PHOENIX  NCC-65420, 
made  its  debut  in  ‘The  Wounded.’ 
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Behind  the  Scenes 


Major  vessels 

Rick  Sternbach  designed  two  major  alien  ships  during  STAR  TREK:  THE  NEXT  GENERATION’S  fourth  season,  both  of 
which  would  make  countless  appearances  in  the  following  years.  The  Cardassian  Gator- class  warship  was  based 
on  the  shape  of  an  Egyptian  ankh  symbol.  The  Vor’cha  was  an  updated  version  of  Matt  Jefferies’  classic  Klingon 
battle  cruiser  that  originally  served  as  Chancellor  K’mpec’s  flagship. 


Behind  the  Scenes 


The  fountain  in  ‘Final 
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Rick  Sternbach  produced  this  concept  for 
the  Federation  outpost  on  Tarchannen  III. 


Vor’cha  and  the  Cardassian  Galor- class  ship. 
Visual  effects  supervisor  Dan  Curry  was 
responsible  for  the  spaceborne  creature 
‘Junior,’  which  appeared  in  ‘Galaxy’s  Child.’ 

One  of  the  biggest,  and  most  enjoyable, 
shows  Richard  dealt  with  was  the  Robin 
Hood  episode,  ‘QPid,’  which  involved 
creating  the  kind  of  sets  that  appeared 
in  classic  movies  such  as  the  Erroll  Flynn 
‘The  Adventures  of  Robin  Hood.’ 

“We  did  it  on  the  run;  we  would  call  the 
film  libraries  and  so  forth  as  much  as  possible, 
but  usually  by  the  time  I  got  the  research  we’d 
have  already  designed  the  sets!  But  fortunately, 
I  guess,  after  my  years  of  going  to  movies  I 
had  quite  a  memory  repertoire,  because  those 
were  the  kind  of  shows  that  I  had  enjoyed 
when  I  was  young.  I  really  had  a  great  time 
doing  that  show.  That  was  directed  by  Cliff 
Bole,  and  Cliff  is  very  good  with  action  shows 
and  fight  scenes. 

“My  whole  concern  is  to  try  to  make 
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Klingon  Hypospray  2/9 1  St&jibach 


Rick  continued  to  help  property  masters  Alan  Sims  and  Jim  Mees  visualize  the  props  in  the  script.  In  the  fourth  season ,  he  particularly 
remembers  designing  a  wide  variety  of  medical  tools ,  including  the  dermal  regenerator  and  a  Klingon  hypospray. 


This  sketch  for  Barclay’s  chair 
in  ‘The  Nth  Degree’  combines 
computer-generated  elements 
with  freehand  drawing. 


/?/ 


something  not  look  like  it’s  a  set,  and  create 
the  illusion  that  it’s  360  degrees.  I  had 
elements  down-camera,  foreground  pieces, 
and  Cliff  stationed  some  guards  standing 
there  on  a  wall,  so  we  created  the  feeling 
that  the  set  did  continue  360  degrees. 

“There  were  an  awful  lot  of  elements  in 
that  show,  so  the  budget  was  big.  I  started  off 
large  and  cut  back,  but  all  in  all  I  think  the 
sets  served  us  well,  and  we  got  a  lot  out  of  it. 
The  forest  scene  where  Worf  says  ‘I  am  not 
a  merry  man’  was  shot  on  location;  the  set 
would  have  taken  up  all  of  Stage  16!” 

Balancing  act 

Most  of  the  other  episodes  from  that 
season  were  ‘bottle  shows’  that  were  designed 
to  reuse  the  existing  sets.  “If  we  had  done  lots 
of  big-budget  shows,’  Richard  explains  “the 
unit  production  manager  and  line  producer 
would  say,  ‘We  need  to  do  a  get- well  show.’ 
That  meant  we  needed  to  do  a  show  that 
didn’t  have  a  big  budget  and  lots  of  sets  and 
so  forth.  They  would  do  it  especially  if  they 
knew  that  upcoming  episodes  were  going  to 
be  big;  and  some  were  big.” 

And  few  shows  were  bigger  than  the 
concluding  installment  of  the  season;  ‘Redemp¬ 
tion’  took  us  back  to  the  Klingon  homeworld. 
The  Klingon  Great  Hall  and  the  bridge  of  the 
Bird-of-Prey  were  both  rebuilt,  and  were,  as  the 
Borg  sets  had  been  at  the  beginning  of  the  year, 
left  standing  over  the  hiatus,  ready  to  film  the 
conclusion  when  the  crew  returned.  ^ 
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Behind  the  Scenes 


Season  Four  Makeup 

We  talk  to  makeup  designer  and  supervisor  Michael  Westmore  about 
STAR  TREK:  THE  NEXT  GENERATION'S  fourth  year,  when  he  continued  to  create 
stunning  makeups  and  prosthetics  for  the  show’s  humans  and  aliens. 


Patrick  Stewart  was  half-transformed  into  a  Borg  for  ‘The  Best  of 
Both  Worlds,  Parts  I  and  II. '  In  a  groundbreaking  effect,  the  makeup 
team  incorporated  a  laser  into  the  eyepiece  we  saw  in  the  cliffhanger. 


Laser  debut 

“This  was  also  the  first  time  that  a  laser  had 
been  used  on  screen,  in  the  scene  at  the  end  of 
Part  I  where  Patrick  swings  his  eye  around 
and  looks  right  into  the  lens.  I  heard 
‘Predator’  was  using  laser  [‘Predator  2,’  1990], 
so  my  son,  Michael  Jr.,  who  was  doing  all  the 
electronics  for  me  then,  found  this  little  laser 
that  was  only  two  inches  long  and  built  a 
mechanism  so  we  could  mount  it  right  next 
to  Patrick’s  eye.  The  first  time  we  had  the 
laser  on,  everybody  was  concerned;  we 
thought,  ‘Is  it  going  to  burn  us;  is  it 
going  to  blind  us?’  so  the  camera 
operator  set  the  camera  and 
didn’t  look  into  the  lens.  When 
Patrick  turned  and  looked 
into  the  lens,  it  looked  like  it 
was  shattering  it.  I  got  a  call 
from  Rick  Berman,  and  he 
said,  ‘Oh,  this  is  wonderful; 
what  a  neat  thing!’  but  we  had 


Season  Four  of  STAR  TREK:  THE 

NEXT  GENERATION  launched  with 
the  sequel  to  the  show’s  first  cliffhanger 
finale.  ‘The  Best  of  Both  Worlds,  Part 
F  had  seen  Captain  Picard  captured  by 
the  Borg  and  turned  into  their  half-Borgified 
spokesman,  Locutus:  a  sinister  image,  and  the 
result  of  the  makeup  department’s  usual  inge¬ 
nuity.  “There  was  a  lot  of  decision-making  on 
how  much  we  were  going  to  cover  Patrick,” 
recalls  Michael  Westmore.  “The  final  decision 
was  to  do  half  a  head;  the  headpiece  actually 
goes  from  the  center  of  his  nose  to  the  back 
of  his  head.  And  then  there  were  a  few  extra 
little  appliances  -  a  tube  hole,  and  another 
Borg  implant  near  his  left  ear.  All  the  pieces 
were  sculpted  for  Patrick.  There  was  also  a 
mechanical  piece  that  went  over  his  left  eye, 
almost  like  a  little  windshield  wiper  that  would 
zip  back  and  forth.  It  was  radio-controlled; 
you  could  actually  hear  it,  because  the  motor 
that  ran  it  was  concealed  in  a  piece  at  the 
back  of  his  head. 
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Behind  the  Scenes 


Michael  Westmore’s  skills  and  Brent  Spiner’s  endurance  were  put  to  the  test  in  ‘Brothers’;  The  Soong  old-age  makeup  involved  facial 
Brent  played  the  roles  of  Data,  Lore,  and  their  creator,  Dr.  Noonien  Soong.  prosthetics,  with  an  enlarged  cranium. 


actually  had  no  idea  what  it  was  going  to  do. 

If  we’d  used  a  light  it  would  have  been  just  a 
kind  of  flare,  but  being  a  laser  it  actually  had 
a  beam  that  bounced  off  of  the  mirrors  in 
the  camera.  In  this  day  and  age  it  would  be 
an  optical  [computer-generated  effect].”  To 
round  off  the  groundbreaking  effort,  the  show 
aired  before  ‘Predator  2’  was  released. 

How  did  Patrick  react  to  the  unaccustomed 
makeup?  “Oh,  he  loved  it!”  recalls  Michael. 
“You  could  keep  him  in  the  chair  for  10 
hours.  He  loves  playing  characters  and  getting 
out  of  the  captain’s  skin  and  into  somebody 
else’s  so  that  he  can  do  something  different. 

He  would  even  sit  there  and  make  suggestions. 
Everyone  enjoyed  working  with  Patrick  when 
he  had  to  go  into  a  long  makeup.” 

The  design  of  the  Borg  drones  dated  back 
to  their  first  appearance,  in  ‘Q^Who?’  in  the 
second  season.  “The  head  was  designed  so 
that  I  could  open  areas  or  close  areas;  there 
were  about  a  half  a  dozen  spots  that  I  could 
either  fill  up  or  open  up  so  you  would  see  skull 
or  helmet.  I’d  literally  have  little  patches,  and 
then  I’d  use  tubings  and  the  other  little  extra 
pieces.  But  making  up  the  Borg  was  very 
quick;  as  they  wear  a  full  helmet  all  we  had 
to  do  was  make  up  the  front  of  the  face  and 
maybe  put  a  little  bullethole  there,  put  a  tube 
into  it,  and  just  literally  paint  their  face.” 

Brent  Spiner  had  an  even  heavier  makeup 
show  in  ‘Brothers,’  where  he  played  three  roles 
-  those  of  Data,  Lore,  and  the  androids’ 


creator,  Dr.  Noonien  Soong.  Michael  remem¬ 
bers,  “Soong  was  probably  the  second  longest 
makeup  that  we’ve  done,  because  I  sculpted 
an  entire  head  for  him:  an  entire  bald  head 
that  made  him  look  smaller  by  making  his 
cranium  look  larger.  And  I  had  backs  of 
hands  sculpted,  and  then  we  literally  glued 
them  on.  It  took  two  of  us  about  four  hours 
to  put  him  into  it  every  day  because  there  was 
just  so  much  work.  As  well  as  the  big  full  head 
and  the  hands  we  had  the  eyebags,  the  nose, 


Eric  Menyuk 
returned  as 
the  Traveler, 
in  the  makeup 
devised  for  the 
character  in 
Season  One’s 
‘Where  No  One 
Has  Gone 
Before.' 


the  upper  lip,  lower  lip,  chin,  and  throat;  it 
took  forever.” 

TJVG’s  first  ‘major’  humanoid  alien,  the 
Traveler  from  Season  One’s  ‘Where  No  One 
Has  Gone  Before,’  took  another  bow  in 
‘Remember  Me,’  when  Beverly  Crusher  was 
trapped  in  a  subspace  bubble.  He  was  played 
by  Eric  Menyuk.  “A  very  charming  man,” 
recalls  Michael.  “He  wore  the  forehead  mold 
that  I  had  made  for  him  the  first  time.  The 
whole  idea  on  that  makeup  was  to  give  him 
an  odd  look  without  making  too  much  of  a 
major  change,  and  then  I  used  a  very  pale 
base  with  an  iridescent  powder,  so  he  had 
kind  of  a  smooth  glow  to  him.” 

The  Klingons  return 

A  couple  of  weeks  later  came  a  very  busy 
show  for  the  makeup  department  -  ‘Reunion,’ 
featuring  the  Klingons:  K’Ehleyr  and  little 
Alexander,  K’rnpec,  Gowron,  and  Duras.  “We 
tried  to  do  something  different  with  Gowron,” 
says  Michael.  “Most  of  the  Klingons  all  had 
goatees  and  Fu  Manchu  mustaches,  and  so  we 
gave  Gowron  mutton  chops  with  a  little  zip  in 
the  front,  and  a  distinctive  forehead.  Interest¬ 
ingly  enough,  he’s  the  only  one  who  ever  wore 
it.  I’ve  got  35  different  Klingon  molds  and 
we’ve  kind  of  mixed  and  matched  and  passed 
things  around,  but  Gowron’s  design  was  so 
different  that  I  really  couldn’t  put  it  on  anyone 
else,  and  nobody  came  along  from  the  House 
of  Gowron  to  be  able  to  wear  it!” 
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Behind  the  Scenes 


K'Ehleyr,  being  half  human  and  half 
Klingon,  was  allowed  to  remain  moderately 
attractive,  without  the  Klingon  teeth. 


Older  Klingons  don’t  just  get  gray  hair  but 
carefully  thought-out  wrinkles.  “The  foreheads 
for  the  very  old  Klingons  can  only  be  used  on 
them;  the  forehead  wrinkles  and  bumps  are 
supposed  to  look  like  mountains  that  have 
worn  down  over  a  period  of  time.”  At  the 
other  end  of  the  age  range,  little  Alexander 
also  got  the  full  treatment.  “He  went  through 
the  whole  process,  except  we  put  two  people 
on  him  because  of  the  limited  time  you  get 


with  a  child.  He  had  a  little  forehead  that  was 
sculpted  to  look  exactly  like  Worf’s,  and  a 
little  teeny  nose;  it’s  about  an  inch  and  a  half 
long.  And  as  he’s  Worf’s  son  a  decision  to 
make  him  dark  as  opposed  to  pale.” 

Alexander’s  mother  K’Ehleyr  died  in  the 
show,  but  her  forehead  lives  on.  “I  still  have 
the  mold,  and  it  still  says  ‘K’Ehleyr’  on  it, 
but  when  we’ve  had  female  Klingons  Eve 
used  it  on  them.  K’Ehleyr  didn’t  have  teeth 
at  all,  and  her  forehead  was  softer  because 
she  was  half  Klingon  and  half  human.  It 
was  just  to  give  an  accent.  I  don’t  think  she 
had  a  Klingon  nose,  either.” 

Aging  the  crew 

‘Future  Imperfect’  saw  changes  for  two  of 
the  regular  crew  when  they  were  seen  aboard 
a  Romulan  vessel  in  an  illusory  future  for 
Riker.  Picard’s  hair  was  longer,  and  he  had  a 
small  beard  and  mustache;  Troi  had  a  distin¬ 
guished  gray  streak  in  her  hair.  “I  don’t  think 
we  used  any  appliances  for  Picard,”  says 
Michael.  “It  was  done  with  highlights  and 
shadows  as  far  as  the  makeup  went,  and 
through  the  use  of  the  hair  goods  too.  When 
you  age  women,  you  take  the  color  out  of  the 
face;  you  don’t  get  as  glamorous  or  use  the 
heavy  lipliner.” 

The  Romulans,  of  course,  were  old  friends. 
“I  had  gotten  the  Romulans  established,  with 
the  forehead,  the  same  type  of  eyebrows  as 
the  Vulcans  but  with  a  wedge  in  the  middle 
to  give  them  a  kind  of  frowning  look,  and  the 
bangs  on  the  wig  with  a  little  bit  of  a  point,  as 
opposed  to  the  flat  bangs  that  Spock  and  all 
the  rest  of  the  Vulcans  wore.” 


The  alien  we  saw  at  the  end  of  ‘Future 
Imperfect’  was  actually  a  teenage  girl 
within  a  complete  costume  and  makeup. 


Most  spectacular  of  all  was  the  ‘real’  form 
of  the  child,  Barash,  revealed  at  the  end  of 
the  show  as  an  almost  classic  bug-eyed  alien. 
“They  wanted  to  do  something  that  was  like 
the  Roswell  alien;  but  not  that;  just  in  that 
vein.  And  it  was  a  little  girl!  When  I  say  ‘little,’ 
I’m  talking  about  a  girl  who’s  about  18  years 
old  who’s  little  -  she  was  a  friend  of  mine. 

She  was  short  enough  and  thin  enough  to  be 
able  to  body-double  for  the  boy.  That  alien 
head  had  electronics  in  the  eyes  so  they  could 
blink,  and  Michael  [Jr.]  put  that  together.  And 
there  were  little  gloves  with  long  fingers  like 
tentacles;  I  also  made  little  feet  for  her,  which 
would  have  been  fine  if  we  were  working  on 
the  stage  but  they  were  actually  on  a  platform 
and  it  was  all  rocky  and  hilly  where  she  had 
to  walk.  The  toes  were  bouncy  so  we  put 
washers  on  the  ends  of  the  them,  but  I  think 
we  ended  up  having  to  take  them  off.  And  she 
couldn’t  see;  all  she  could  really  do,  once  we 
got  her  into  the  costume  and  pointed  her  in 
the  right  direction,  was  to  take  three  steps 
ahead  or  whatever  we  said.  And  they’d  say 
‘Cut’  and  we’d  pull  the  mask  off” 

Mot  the  Bolian  barber  appeared  for  the 
first  time  in  ‘Data’s  Day.’  “Most  of  the  Bolians 
shaved  their  head  totally,”  says  Michael.  “The 
Bolian  makeup,  as  simple  as  it  may  seem, 
takes  about  three  hours  to  do  because  the 
appliance  has  to  be  laid  all  the  way  from  the 
bridge  of  the  nose  down  the  back  of  the  head, 


Behind  the  Scenes 


Marc  Alai  mo’s 
long  neck  and 
chiseled  features 
inspired  the 
makeup  design  for 
the  Cardassians, 
first  seen,  in 
‘The  Wounded.’ 


then  down  the  bridge  of  the  nose  to  the 
upper  lip,  the  lower  lip,  and  down  the  front 
of  the  throat,  and  this  is  all  one  piece.  It  all 
has  to  be  literally  glued  on  very  carefully  and 
blended  out,  otherwise  you’d  see  it.  And  then 
the  entire  head  had  to  be  painted  blue.  The 
blue  color  did  change  over  time,  depending 
on  the  artist,  but  I  tried  to  keep  it  basically 
a  sky  blue  with  a  watermelon  pattern  of  the 
darker  blue  stripes  coming  off  the  head.” 

In  the  background  in  the  same  scene  was  a 
stunning  alien  with  a  long,  lumpy  head,  whose 
color  changed  when  a  scanner-like  device  was 
passed  over  it,  an  effect  produced  by  the  VFX 
team.  “That  was  just  a  put-together  alien” 
says  Michael.  “That’s  fun.  On  DEEP  SPACE 
NINE  they  had  the  Westmore  aliens,  which 
just  meant  go  ahead  and  give  us  something!” 

One  of  STAR  TREATS  most  powerful  aliens 
came  along  in  ‘The  Wounded,’  when  we  saw 
the  Cardassians  for  the  first  time.  “That  was 
great!  This  was  a  character  that  we  were  prob¬ 
ably  going  to  bring  back  again,  so  we  wanted 
to  design  something  neat.  I  did  a  plaster  cast 
of  Marc  Alaimo’s  [Gul  Macet]  head,  and  I 
was  sitting  there  looking  at  it;  he  has  this  very 
long  neck,  and  the  producers  had  said  this  was 


going  to  be  a  sneaky  character,  so  all  the 
adjectives  indicated  that  this  would  be  a  snaky, 
lizardy  personality,  and  for  inspiration  I  went 
to  reptile! 

“I  slowly  put  him  together,  but  the  main 
thing  was  the  forehead.  I  had  gone  to  dinner 
at  a  Thai  restaurant  called  Siam  in  Studio 
City  and  next  to  it  was  an  art  gallery,  with  a 
picture  of  a  girl  in  the  window  with  a  spoon  in 
the  middle  of  her  forehead;  it  was  an  abstract 
picture,  but  it  had  the  impression  of  a  spoon. 
My  wife  said,  ‘Why  don’t  you  come  back  and 
take  a  picture  of  it?’  and  I  said,  ‘No,  I’ll 
remember  it.  Some  day  I’m  gonna  use  that!’ 
And  when  I  was  putting  Marc  together,  all  of 
a  sudden  this  spoon  jingled  in  my  mind  and  I 
incorporated  that,  and  the  rest  of  the  makeup 
was  built  from  there. 

Textured  pieces 

“Marc  has  a  very  narrow  face,  so  I  thought, 
‘Let’s  accentuate  his  cheekbones.’  And  the  end 
of  the  nose  was  too  human,  so  I  fooled  with 
the  nose,  and  then  I  realized,  ‘Oh,  my  gosh, 
you’ve  got  human  ears!  What  can  we  do 
there?’  so  I  designed  an  ear.  And  then  I 
decided  he  needed  something  else,  so  we 
did  the  chin.  Every  one  of  these  pieces  has 
little  bony,  scaly  textures  to  them.  Then  all  of 
a  sudden  you  have  this  great  head  with  a  long 
human  neck,  so  I  started  to  broaden  the  shoul¬ 
ders  and  gave  them  a  bony  look  that  gave 
almost  a  king  cobra  type  of  a  flare,  and  then 
painted  the  whole  thing  gray  and  took  the 
blood  out  of  his  look.  The  process  happened 
with  Marc,  and  after  that  more  ears  and  nose 
tips  and  foreheads  were  designed.”  Gul  Macet 
had  whiskers  in  the  show:  the  first  and  only 
time  they,  or  the  character,  were  seen. 

Guest  stars 

‘First  Contact’  had  some  major  guest  actors 
as  the  Malcorians,  including  Bebe  Neuwirth, 
of  ‘Frasier’  fame.  “They  wanted  to  keep  the 
actors’  look,  so  that  you  knew  who  they  were. 
Bebe  had  a  read  over  on  ‘Frasier’  [also  filmed 
at  Paramount] ,  so  she  wore  her  makeup  over 
there  and  created  a  riot!  They  also  had  fore¬ 
heads  and  I  think  there  were  spots  on  the 
foreheads,  and  then  they  had  partial  wigs. 

The  Malcorians  had  opposable  thumbs,  but 
their  hands  were  not  individual  fingers.  Those 
hands  were  glued  on  tight,  and  only  came  off 
to  go  to  the  bathroom!  It  added  more  time 
having  to  do  the  hands,  so  I  needed  a  lot  of 
makeup  artists  to  do  it. 

“The  scale  of  the  makeup  depends  on  who 
the  guest  actor  is,  and  then  how  many  people 
are  in  their  entourage;  if  we’re  going  to  have 


‘First  Contact’  featured  some  well-known 
guest  stars,  including  Bebe  Neuwirth;  their 
makeup  was  deliberately  kept  light. 

10  people,  we’ve  got  to  keep  it  simple,  because 
otherwise  we’re  going  to  have  a  zillion  makeup 
artists  and  a  million  hours  needed  to  do  things. 
That  was  a  problem  in  DEEP  SRiCE;  when 
we  got  down  to  the  final  battle  at  the  end  widi 
all  the  Cardassians,  I  had  up  to  50  makeup 
artists  a  day.  There’s  always  the  tongue-in- 
cheek  question:  ‘Why  does  everybody  have 
a  forehead?’  There’s  foreheads,  there’s  cheeks, 
there’s  sides  of  the  head,  there’s  nosetips, 
there’s  chins;  there’s  all  different  kinds  of 
pieces  we’ve  used,  but  I  have  to  keep  costs 
down  and  keep  watch  on  who  it  is,  what  we’re 
doing,  and  how  many  people,  and  that’s  more 
or  less  what  dictates  it.” 

One  of  the  regular  cast  suffered  in  ‘Identity 
Crisis’;  Geordi  became  a  lizard-like  creature, 
a  transformation  that  required  hours  of 
attention  from  the  makeup  team.  His  former 
colleague  Susanna  Leijten  was  mildly  affected, 
which  required  veins  to  be  painted  on.  “On 
her  it  was  just  makeup.  Then  Geordi  had  to 
go  through  his  metamorphosis,  and  that  was 
the  longest  makeup  ever  on  the  show:  I  had 
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STAR  TREK’s  ultimate  makeup  was  Geordi’s  transformation  into  a  lizard-like  creature 
in  ‘Identity  Crisis.’  It  took  six  hours  to  get  LeVar  Burton  into  the  all-over  makeup ,  which 
included  ultra-violet  veins  that  had  to  be  glued  onto  his  body. 


four  to  six  makeup  artists  working  on  him 
for  six  hours  to  get  him  into  that.  He  had 
a  lizard  head,  he  had  flipper-like  hands  and 
feet,  and  a  bicycle  pant  appliance  through  his 
midsection,  because  apart  from  that  he  had  to 
be  naked.  All  that  had  to  be  glued  on  before 
we  started  doing  any  painting,  and  then  we 
had  hundreds  of  veins  that  had  to  be  glued 
on  individually  over  his  entire  body,  after 
the  head  went  on  and  all  the  rest  of  the 
pieces.  There  wasn’t  any  costume  involved; 
it  was  all  makeup.  He  also  had  yellow  contact 
lenses,  and  we  used  special  drops  that  made 
his  eyes  glow  and  to  bring  out  the  iridescence. 


It  was  a  long  day  and  an  uncomfortable 
one  for  him,  and  he  didn’t  have  control 
over  anything.” 

The  most  effective  part  of  the  makeup  was. 
of  course,  the  ultra-violet  veining.  “We  were 
using  ultra  violet  at  that  time  for  different 
things,  including  contact  lenses.  Today  it 
would  be  an  optical,  but  at  that  time  we 
had  to  do  a  lot  of  experimenting  There 
was  a  company  that  made  fluorescent 
makeup,  and  they  also  made  a  fluorescent 
light  that  you  could  use  with  natural  lighting 
and  the  things  would  glow;  the  room  didn’t 
have  to  be  black.” 


During  the  filming  of  ‘Identity  Crisis,  ’ 

DJs  Marc  and  Brian  broadcast  their  show 
live  from  the  makeup  department. 


Geordi’s  two  fellow  lizards  were  played 
by  L.A.  disk  jockeys  Marc  and  Brian.  “They 
actually  broadcast  their  radio  show  from  the 
makeup  room  while  we  were  making  them 
up,”  says  Michael.  “They  wore  suits,  and  we 
had  to  glue  on  the  heads  and  hands  and  feet.’ 
How  come  Geordi  didn’t  get  a  suit  too?  “He 
wouldn’t  have  wanted  to  be  in  a  suit!  They 
weren’t  fun;  they  were  like  giant  wetsuits.  But 
I  don’t  know  why  that  decision  was  made.  I 
think  if  it’s  a  suit  and  he’s  moving,  you’re 
going  to  get  wrinkles;  you’re  not  going  to 
be  able  to  fit  it  that  tight.  And  once  you  get 
him  into  it,  you  don’t  take  him  out  of  it  in 
a  hurry!” 


Love  for  Lwaxana 

Deanna  Troi’s  mother  Lwaxana  returned 
in  ‘Half  a  Life,’  which  guest-starred  David 
Ogden  Stiers  as  Dr.  Timicin.  “The  idea  with 
David  was  that  we  could  save  time  by  doing 
a  pattern  instead  of  an  appliance;  the  only 
problem  was,  the  first  day  it  was  no  problem, 
but  every  day  after  that  it  had  to  match,  so  it 
took  just  as  much  time  lining  up  the  stencils 
and  painting  all  these  things  as  it  would  have 
done  if  we  were  using  an  appliance.  He’s  a 
nice  man.  In  fact  he  bought  me  an  aloe  plant, 
and  I  still  have  it  to  this  day!” 

In  ‘The  Host’  we  saw  our  first  Trill,  with  a 
forehead  mold  but  without  the  spots  we  later 
saw  on  Jadzia  Dax  in  STAR  TREK:  DEEP 
SPACE  NINE.  For  the  Trill  symbiont  that  was 
transplanted  into  Riker’s  body,  Michael  got  a 
chance  to  put  his  mechanical  ingenuity  to  the 
test.  “Jonathan  was  on  the  table  in  the  scene, 
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Behind  the  Scenes 


In  ‘The  Host’  Riker’s  body  became  a  temporary  home  for  the  Odan  symbiont.  Michael 
designed  the  creature  (right),  and  for  the  closeup  of  the  symbiont  being  placed  inside  Riker 
he  made  a  mockup  of  Jonathan  Frakes’  torso  and  pulled  the  creature  with  a  wire  from  below. 


but  for  the  closeup  I  built  a  section  of  him 
from  his  knees  to  his  nipples,  with  a  hole  in 
it  and  a  pouch  so  they  could  slide  the  bug  in 
there.  Beverly  starts  to  put  this  little  slug  into 
the  stomach,  and  I’m  underneath  the  table 
with  a  wire  and  I  literally  had  to  pull  it  down 
through  the  hole.  It  was  loaded  up  with  KY 
Jelly,  and  it  was  all  slippery.” 

A  season’s  achievements 

Season  Four  ended  with  another  cliffhanger: 
this  time  for  the  Klingons.  We  met  the  Duras 
Sisters  for  the  first  time,  as  well  as  young 
Toral,  Duras’s  illegitimate  son.  “What  I  did 
was  take  Duras’s  forehead  from  the  earlier 
show  and  do  a  variation  on  a  theme,  so  the 
Duras  family  would  all  have  a  similar  look 
to  them  if  they  all  got  together  at  a  family 
reunion!”  Unlike  K’Ehleyr,  Lursa  and  B’Etor 
were  full-on  Klingons.  “They  had  darker  skin 
tones  than  K’Ehleyr  too,  but  the  Klingon 
women  were  a  lighter  shade  than  the  men 
were,  all  the  time.  Unless  you’re  dealing  with 
a  black  woman,  the  women’s  skin  seemed  a 
lot  fairer  than  the  men’s,  so  if  you  tided  to  put 
a  heavy,  dark  color  on  it  it  looked  strange.” 


Michael  and  his  team  could  justifiably  be 
proud  of  their  work  during  the  show’s  fourth 
year,  and  after  the  hiatus  they  were  back 
again,  dealing  with  the  Klingons  in  the  second 
half  of  the  two-parter  and  with  many  more 
aliens,  from  the  Tamarians  to  the  J’naii,  in 
store  for  the  fifth  season.  ^ 


Odan  was  STAR  TREK’s  first  Trill;  the 
makeup  changed  completely  for  Jadzia 
Dax  in  STAR  TREK:  DEEP  SPACE  NINE. 


The  end  of  the  season  saw  the  return  of 
the  Klingons,  including  the  sisters  and 
illegitimate  son  of  Duras. 
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Briefing:  Kai  Winn 


Kai  Wain 

After  enduring  years  of  persecution 
under  the  Cardassians,  the  scheming 
Vedek  Winn  rose  from  being  the 
leader  of  a  small  but  devout  Bajoran 
religious  faction  to  become  the  kaiT 
Bajor’s  spiritual  leader. 


Winn  Adami  was  an  ambi¬ 
tious  Bajoran  religious 
figure  who  ruthlessly 
sought  power  for  herself. 
She  was  the  vedek  -  or  leader  - 
of  a  minor,  but  vocal,  orthodox 
religious  order  that  believed  Bajor 
should  not  be  influenced  by 
outsiders,  even  those  such  as  the 
Federation  who  had  Bajor’s  best 
interests  at  heart. 

Seeds  of  hatred 

Part  of  the  reason  for  Winn’s 
beliefs  may  have  been  that, 
during  the  Cardassian  occupation 
of  Bajor,  she  was  arrested  for 
continuing  to  teach  the  words  of 
the  Prophets.  She  spent  five  years 
in  a  labor  camp,  where  she  did 
what  she  could  to  help  her  fellow 
Bajorans,  including  removing 
gemstones  from  a  tabernacle  so 
that  she  could  bribe  Cardassian 
officers  for  small  acts  of  leniency. 
However,  she  was  subjected  to 
numerous  brutal  beatings  for  her 


trouble,  and  these  left  lasting 
psychological  scars. 

Winn’s  suffering  during  the 
occupation  left  her  with  a  deep 
hatred  for  Cardassians  and,  by 
extension,  all  outsiders  to  the 
Bajoran  faith.  She  viewed  the 
Federation  as  godless  people 
who  lived  in  a  universe  of  dark¬ 
ness.  Winn  was  utterly  convinced 
that  her  destiny,  as  it  had  been 
laid  out  by  the  Prophets,  was  to 
protect  Bajor  from  the  menace  of 
outside  involvement:  she  thought 
her  devoutness  and  staunch  belief 
in  her  religious  traditions  would 
be  Bajor’s  salvation. 

Suspicion  of  outsiders 

After  the  Cardassians  withdrew 
from  Bajor,  Winn  campaigned  for 
it  to  be  run  solely  by  Bajorans  and 
for  the  Federation  to  leave,  even 
though  they  insured  that  the 
Cardassians  would  not  return. 

She  also  had  a  hard  time 
accepting  that  Benjamin  Sisko, 


Winn  Adami  had  a  holier-than-thou  attitude  that  did  little  to  mask  her 
unbridled  hunger  for  power.  She  was  the  worst  kind  of  hypocrite,  and 
she  lied,  cheated,  and  murdered  to  fulfill  her  personal  ambitions. 


a  non-Bajoran,  was  made  the 
Emissary  after  he  discovered  the 
wormhole  -  or,  as  it  is  known  in 
Bajoran  religion,  the  Celestial 
Temple. 

In  2369  with  Kai  Opaka, 
the  supreme  religious  leader 
of  the  Bajoran  people,  lost  in  the 
Gamma  Quadrant,  Vedek  Winn 


saw  the  opportunity  to  take  her 
place.  This  office  was  gained  by 
election,  and  Winn  realized  that 
she  had  limited  support  from  the 
Bajoran  people,  so  she  hatched 
an  unscrupulous  plan  to  increase 
her  chances  of  becoming  kai. 

She  visited  Deep  Space  Nine  to 
protest  the  scientific  teachings  in 


Winn  and  ha 
Emissary 

Winn  deeply  resented  the  fact  that  Sisko 
had  been  proclaimed  as  the  Emissary, 
especially  as  he  was  a  non-Bajoran  who 
had  not  been  raised  in  their  faith.  The 
Emissary  held  a  vitally  important  position 
in  Bajoran  belief:  this  person  had  been 
prophesied  to  save  the  Bajoran  people.  As 
Emissary,  Sisko  was  paid  a  great  deal  of 
respect,  something  that  made  Winn  very 
envious;  she  felt  he  had  not  earned  it, 
unlike  her,  as  she  had  spent  her  life  in 
the  service  of  the  Prophets. 
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Kai  Winn 


Winn’s  traditionalist  approach  was  not  as  popular  Winn’s  objections  to  Keiko  O’Brien’s  scientific 

as  Bareil’s  more  liberal  attitude ,  so  she  tried  to  have  teachings  about  the  wormhole  led  to  a  fanatic 

her  rival  for  the  position  of  kai  eliminated.  blowing  up  the  school  on  DEEP  SPACE  NINE. 


the  station’s  school  about  the 
wormhole.  Winn  challenged  the 
exposure  of  the  station’s  Bajoran 
children  to  the  Federation’s 
secular  teaching  without  touching 
upon  the  Bajoran  beliefs  that  the 
Prophets  lived  there.  Through  this 
Winn  hoped  to  gain  more  support 
from  her  fellow  Bajorans,  but  she 
also  had  an  ulterior  motive. 

Spiritual  opponents 

Winn  wanted  to  eliminate  her 
major  rival  for  the  position  of  kai 
-  an  immensely  popular  spiritual 
leader  named  Vedek  Bareil  -  by 
having  him  assassinated.  Winn’s 
actions  were  designed  to  stir  up 
trouble  and  force  Bareil  to  the 
station  to  calm  the  situation.  At 
first,  Bareil  refused  to  be  dragged 


into  the  controversy,  but,  when 
Winn’s  troublemaking  resulted 
in  someone  blowing  up  the  empty 
classroom  he  decided  he  had 
to  pay  the  station  a  visit. 

Deadly  rivalry 

Having  lured  Bareil  to  Deep 
Space  Nine,  Winn  used  one  of 
her  loyal  followers,  Neela,  to  carry 
out  the  assassination.  Even  when 
Neela  told  Winn  that  her  escape 
route  had  been  cut  off,  the  vedek 
callously  insisted  that  Neela  carry 
out  the  plan,  explaining  that  it 
was  the  will  of  the  Prophets. 
Fortunately,  the  plot  was  foiled, 
but  Winn  made  sure  that  no 
evidence  linked  her  to  the  attempt 
on  Bareil’s  life,  and  her  resolve 
to  become  kai  only  intensified. 


Winn  next  attempted  to  manipu¬ 
late  events  on  Bajor  when  she 
secretly  sided  with  Minister  Jaro 
Essa  -  the  covert  leader  of  a 
terrorist  group  called  The  Circle  - 
in  his  attempt  to  overthrow  the 
Provisional  Government  in  2370. 
For  her  pledge  of  support,  Jaro 
promised  he  would  do  everything 
in  his  power  to  make  sure  that 
she  became  kai.  He  felt  that,  as 
they  both  shared  a  belief  in  a 
return  to  orthodox  values,  they 
could  purge  Bajor  of  Federation 
outsiders,  and  be  an  independent 
world  once  again.  However,  once 
it  was  revealed  that  The  Circle’s 
supply  of  weapons  was  coming 
from  the  Cardassians,  Winn 
astutely  distanced  herself  from 
the  minister.  Jaro  was  arrested 


IMPORTANT  DATES 


2363 

Winn  tries  to  have  Bareil  Antos, 
her  main  rival  for  the  position  of 
kai,  assassinated. 

2376 

Winn  joins  forces  with  Minister 
Jaro  Essa,  leader  of  a  terrorist 
group  called  The  Circle,  in  order 
to  realize  her  ambitions  and 
become  kai. 

2376 

Winn  becomes  kai  when  she 
forces  Bareil  to  withdraw  from 
the  election  after  she  uncovers 
evidence  falsely  linking  him  with 
the  Kendra  Valley  massacre. 

2371 

Winn  negotiates  a  peace  settle¬ 
ment  with  the  Cardassians. 

2371 

Winn  is  temporarily  made  Bajor’s 
first  minister. 

2371 

Winn  is  forced  to  withdraw  from 
the  upcoming  elections  for  first 
minister  after  almost  sparking 
a  civil  war  over  a  pair  of  soil 
reclamators. 

2373 

Winn  keeps  Bajor  neutral  in  the 
Dominion  War  by  stalling  on  talks 
with  Weyoun, 

2374 

Winn  interrupts  the  Reckoning, 
a  battle  between  a  Prophet 
and  a  Pah-wraith. 

2377 

Winn  ends  up  trying  to 
resurrect  the  Pah-wraiths  after 
she  is  seduced  by  Dukat,  who  is 
disguised  as  a  Bajoran  farmer. 

2377 

Winn  is  killed  while  trying  to 
unleash  the  Pah-wraiths  from  the 
Bajoran  fire  caves,  but  her  change 
of  heart  allows  Sisko  to  seal  the 
evil  entities  in  the  caves  for  ever. 


Neela  tried  to  assassinate  Bareil  and  help  Winn  Winn  tried  to  pursue  another  path  to  power  when  she 

become  the  next  kai,  but  the  attempt  failed,  and  sided  with  Minister  Jaro’s  attempt  to  seize  control  on 

Winn  denied  all  knowledge  of  her  accomplice.  Bajor  by  using  a  terrorist  group  known  as  The  Circle. 
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Briefing:  Kai  Winn 


Die  importance 
of  being  kai 

The  Bajorans  are  extremely  religious  and 
place  great  emphasis  on  spirituality  and 
belief  in  the  Prophets.  It  is  only  natural, 
then,  that  their  religious  leader,  the  kai, 
is  held  in  high  esteem.  The  kai  holds  the 
position  for  life  and  is  elected  by  the 
Vedek  Assembly,  a  group  of  112  spiritual 
leaders.  Although  the  role  of  the  kai  is 
primarily  religious,  it  is  far  from  just  a 
symbolic  post;  the  kai  wields  consider¬ 
able  political  power,  and  this  was  why 
Winn  was  so  keen  to  secure  the  position. 


Once  Winn  was  made  kai,  she  finally  achieved 
the  power  that  she  had  always  craved. 


without  implicating  Winn,  and  she 
later  even  spoke  against  him  in 
the  Chamber  of  Ministers. 

Later  in  the  year  -  on  the  eve 
of  the  Bajoran  election  to  deter¬ 
mine  the  next  kai  -  Winn  made 
one  final  attempt  to  destroy  Vedek 
Bareil’s  credibility:  evidence  came 
her  way  that  he  had  betrayed  his 
people  during  the  Occupation. 

She  accused  him  of  being  a 
Cardassian  collaborator  who  had 
supplied  the  information  that  led 
to  the  death  of  43  Bajorans  in  the 
Kendra  Valley  massacre,  in  which 
Kai  Opaka’s  son  was  killed. 

In  fact,  it  was  Kai  Opaka  who 
was  responsible,  but  she  had 
done  it  to  protect  the  lives  of 
more  than  1,000  Bajorans.  Bareil 
was  privy  to  this  secret  betrayal, 


and  refused  to  reveal  the  truth 
and  tarnish  Opaka’s  memory. 

Winn  pounced  on  this  weakness, 
not  caring  whether  the  truth  was 
publicly  known,  so  long  as  she 
became  kai.  Bareil  was  forced 
to  withdraw  from  the  election, 
and  Winn  was  elected  the  new 
spiritual  leader  of  Bajor. 

Surprising  agenda 

As  kai,  Winn  did  not  appear 
to  be  as  narrow-minded  or  nation¬ 
alistic  as  many  had  feared  she 
would  be.  She  remained  a  tradi¬ 
tionalist  in  terms  of  her  spirituality 
and  the  teaching  of  the  Prophets, 
but  she  seemed  more  accepting 
of  the  fact  that  the  Federation 
was  part  of  Bajor’s  future. 

Winn  made  peace  with  Bareil, 


and  together  they  attempted  to 
secure  a  lasting  treaty  with  the 
Cardassians.  Sadly,  Bareil  was 
badly  injured  en  route  to  the  talks, 
and  nearly  died.  After  an  examina¬ 
tion,  Dr.  Bashir  pronounced  that 
he  would  be  well  enough  to 
resume  the  talks  in  a  few  weeks. 
But  this  was  not  soon  enough  for 
Winn,  who  feared  that  the  peace 
treaty  would  be  put  in  doubt 
without  Bareil’s  immediate  help, 
as  he  had  been  working  on  the 
preliminary  talks  with  Legate 
Turrell  for  five  months. 

Against  the  doctor’s  advice, 
Bareil  was  allowed  to  help  Winn 
from  his  sickbed,  but  his  situation 
deteriorated,  and  the  only  way 
Bashir  could  save  him  was  to  put 
him  in  stasis.  But  Bareil  refused 


to  follow  the  doctor’s  recommen¬ 
dation  as  Winn  needed  him;  the 
kai  also  refused  to  try  and  change 
Bareil’s  mind,  as  she  was  afraid 
to  negotiate  on  her  own. 

The  strain  eventually  led  to 
Bareil  suffering  brain  damage, 
but  Winn  managed  to  convince 
Dr.  Bashir  to  use  implants  to  keep 
him  alive.  This  led  to  Bareil  losing 
all  emotions,  but  he  helped  Winn 
to  finish  the  peace  talks,  and 
a  treaty  was  signed.  Once 
the  work  was  finished  Bareil’s 
brain  began  to  fail,  and  Winn 
was  the  first  to  defend  his  right 
to  die  rather  than  give  him  more 
implants.  After  his  death,  Winn 
was  celebrated  as  the  architect 
of  the  peace  treaty.  Her  popularity 
soared,  and  she  took  over  from 
Kalem  Apren  as  First  Minister 
of  the  provisional  government, 
upon  his  death  in  late  2371. 

Abuse  of  power 

Now  leader  of  both  the  religious 
and  the  political  sides  of  Bajoran 
society,  Winn  had  unprecedented 
power.  But  she  almost  immedi¬ 
ately  began  abusing  her  position, 
and  her  heavy-handedness  back¬ 
fired  against  her.  She  inflamed 
a  minor  dispute  in  the  Dahkur 
Province  when  a  group  of  farmers, 
led  by  Shakaar,  a  former  resis¬ 
tance  fighter,  refused  to  return 
some  soil  reclamators.  The 
farmers  had  been  promised  they 
could  keep  the  reclamators  for 
at  least  a  year,  as  they  needed 
them  to  provide  adequate  food 
supplies  for  their  local  community. 


Bareil  continued  to  help  Winn  during  peace  talks  with  the  Cardassians, 
even  though  he  was  severely  injured;  the  strain  eventually  killed  him. 


Kai  Winn 


Winn’s  venality  almost  led  to  civil  war  when  Shakaar,  a  former  resistance 
leader,  and  his  followers  opposed  her  in  an  effort  to  help  Bajoran  farmers. 


Winn  began  to  believe  that  Sisko  was  the  Emissary  after  he  had  a  vision 
from  the  Prophets  that  led  him  to  find  the  lost  Bajoran  city  of  B’Hala. 


But  Winn  wanted  them  back  so 
that  she  could  begin  a  new 
project  to  export  food. 

Fanning  the  flames 

Winn  asked  Kira  Nerys  to  talk 
to  Shakaar,  as  they  had  formerly 
fought  alongside  one  another 
during  the  Occupation.  When  Kira 
convinced  him  to  meet  with  Winn, 
the  kai  sent  in  armed  troops  to 
arrest  him.  Outraged  by  this  turn 
of  events,  Kira  helped  Shakaar 
to  escape;  when  other  provinces 
heard  what  had  happened  they 
sided  with  Shakaar,  and  civil  war 
almost  broke  out. 

Winn  refused  to  back  down, 
instead  seeing  it  as  a  test  sent 
by  the  Prophets.  She  ordered  the 
Bajoran  troops  to  continue  the 
pursuit  of  the  fugitives,  but  when 
a  phaser  shoot-out  appeared 
inevitable  the  two  sides  found 
that  they  couldn’t  fire  on  one 
another.  Shakaar  was  escorted 
to  Winn,  where  he  informed  her 
that  he  was  going  to  enter  the 
election  for  first  minister  and 
expose  her  double  dealing. 

Rather  than  risk  exposure, 

Winn  chose  to  drop  out  of  the 
election,  and  Shakaar  was  voted 
in  by  an  overwhelming  majority. 

Perhaps  this  incident  taught 
Winn  some  humility;  for  the 
next  year  or  so,  her  ambitions 
appeared  to  be  on  hold.  In  2373 
she  even  admitted  that  her 
doubts  about  Sisko  being  the 
Emissary  were  wrong,  after  he 
had  found  the  ancient  lost  city 
of  B’Hala,  for  it  had  been  written 
that  only  one  touched  by  the 


Prophets  could  find  the  lost  city. 
Following  this,  Winn  allowed  him 
to  consult  the  Orb  of  Prophecy  to 
focus  the  visions  he  had  been 
having  from  the  Prophets.  They 
told  him  that  Bajor  should  not  join 
the  Federation,  or  they  would  be 
destroyed;  even  though  their  peti¬ 
tion  to  join  had  been  accepted. 
After  Sisko’s  warning,  the  Council 
of  Ministers  voted  to  delay  accep¬ 
tance  of  Federation  membership. 
Ordinarily,  this  would  have  pleased 
Winn,  but  after  Sisko  discovered 
B’Hala  she  was  no  longer  certain 
who  her  enemies  were. 

Six  months  later,  Winn  visited 
Deep  Space  Nine  to  discuss 
a  non-aggression  treaty  with  the 
Dominion  representative  Weyoun. 

It  was  a  delicate  situation  as  the 
Dominion  was  trying  to  split  Bajor 
from  the  Federation.  Winn  realized 
that  if  the  Bajorans  allied  them¬ 


selves  with  the  Federation  they 
risked  being  the  first  casualty 
of  the  impending  war,  but  if 
they  allied  with  the  Dominion 
they  risked  becoming  the  next 
conquered  world.  In  the  end, 

Winn  decided  to  follow  Sisko’s 
advice  and  stall  for  time,  in  order 
to  keep  Bajor’s  options  open. 

Jealous  of  the  Emissary 

Despite  the  kai’s  new-found 
trust  in  the  Emissary,  she  could 
not  help  but  resent  his  faith  in 
the  Prophets  that  came  to  him  so 
naturally.  She  had  not  achieved 
the  same  unconditional  belief, 
even  after  a  lifetime  devoted 
to  their  service.  This  envy  made 
Winn  more  adversarial  than  ever; 
in  2374  she  traveled  to  Deep 
Space  Nine  to  confront  Sisko 
after  he  removed  an  ancient  tablet 
from  Bajor.  Although  she  hid  her 


feelings,  Winn  was  incensed 
that  Sisko  had  taken  it  without 
consulting  the  Vedek  Assembly. 
When  the  wormhole  suddenly 
began  to  open  and  close,  causing 
Bajor  to  suffer  from  earthquakes, 
floods,  and  tornadoes,  Winn  took 
it  as  a  sign  that  the  Prophets 
were  unhappy  that  the  artifact 
had  been  removed. 

Prophecy  prevented 

Frustrated  that  he  could  not 
decipher  the  markings  on  the 
ancient  stone,  Sisko  smashed 
the  tablet,  releasing  two  strands 
of  energy.  Winn  was  furious  that 
he  had  broken  a  sacred  relic,  but 
their  argument  was  cut  short 
when  Kira  became  possessed 
by  one  of  the  strands  of  energy. 
One  of  the  Prophets  had  taken 
control  of  Kira’s  body,  and  she 
explained  that  it  was  the  time  of 
the  Reckoning;  she  would  battle 
Kosst  Amojan,  an  evil  Pah-wraith 
who  had  been  banished  from  the 
Celestial  Temple.  Winn  became 
extremely  excited  as,  according 
to  the  prophecies,  if  the  Evil  One 
-  as  Kosst  Amojan  was  known  - 
was  defeated  it  would  bring  in 
a  golden  age  for  Bajor,  when 
they  would  experience  1,000 
years  of  peace,  with  the  Prophets 
and  people  living  as  one. 

Dr.  Bashir  and  Jadzia  Dax  found 
a  way  to  banish  these  entities 
using  chroniton  radiation,  but 
Sisko  insisted  that  the  spirits  be 
allowed  to  fulfill  their  destinies, 
even  though  the  Evil  One  had 
taken  control  of  his  son  Jake. 

As  the  two  battled  it  out  on  the 


With  her  new-found  respect  for  Sisko’s  opinions,  Winn  decided  to  follow 
his  advice  and  keep  Bajor  neutral  in  the  Dominion  War  by  stalling  on  the 
talks  with  the  Dominion’s  representative,  Weyoun. 
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Winn’s  bitterness  at  Sisko’s  faith  in  the  Prophets  led  her  to  intervene  In  2375  Winn  experienced  a  vision  that  she  thought  was  from  the  Prophets, 

in  a  confrontation  between  a  Prophet  and  a  Pah-wraith  and  expel  both  telling  her  that  the  fate  of  Bajor  rested  in  her  hands.  Winn  was  ecstatic, 

the  energy  beings  from  their  hosts  before  the  battle  was  done.  but  the  vision  turned  out  to  be  from  the  Pah-wraiths. 


Promenade,  the  lives  of  Kira 
and  Jake  were  put  at  risk,  and 
the  station  was  in  danger  of 
exploding.  But,  just  as  it  seemed 
that  the  Evil  One  was  about 
to  be  defeated,  Winn  activated 
the  chroniton  radiation,  and  both 
energy  beings  were  expelled  from 
their  hosts  before  the  battle 
could  be  completed. 

Winn  tried  to  take  credit  for 
saving  the  station,  the  lives  of 
Kira  and  Jake,  and  returning 
the  severe  conditions  on  Bajor 
to  normal.  But  once  Kira  had 
recovered  she  saw  right  through 
Winn.  Kira  realized  that  the  kai 
had  defied  the  will  of  the 


Prophets,  because  she  couldn’t 
stand  the  fact  that  a  human  -  an 
infidel  -  had  more  faith  in  them 
than  she  did. 

Evil  vision 

Part  of  Winn’s  disillusionment 
stemmed  from  the  fact  that  the 
Prophets  had  never  spoken  to 
her  directly.  She  was,  therefore, 
surprised  to  experience  a  vision 
in  2375.  Little  did  she  know 
that  it  was  from  the  Pah-wraiths 
who  were  masquerading  as  the 
Prophets,  priming  her  to  release 
them,  with  the  help  of  the  noto¬ 
rious  Cardassian  Dukat,  who  had 
disguised  himself  as  Bajoran 


farmer  Anjohl  Tennan.  The 
Prophets  told  her  that  Sisko  had 
faltered  and  that  she  would  have 
to  bring  the  ‘Restoration’  to  Bajor 
and  that  its  fate  rested  with  her. 

The  kai  claimed  to  be  happier 
than  she  had  ever  been  at  this 
point:  the  Prophets  had  at  last 
spoken  to  her  and  sent  her  a 
guide  in  Anjohl.  Dukat  played 
to  her  ego  and  on  her  feelings 
towards  the  Emissary  by  saying 
that  he  didn’t  understand  why 
they  had  chosen  a  non-Bajoran 
as  their  liaison  to  the  people. 
Dukat  fed  on  the  resentments 
she  had  kept  to  herself  for  a 
long  time,  and  it  appeared  to 


her  as  though  their  fates  were 
linked  and  the  two  became 
lovers. 

Shock  revelation 

Later,  Winn  experienced 
another  vision  in  which  she 
learned  that  she  was,  in  fact, 
not  serving  the  Prophets,  but 
the  Pah-wraiths.  Winn  was  deeply 
shocked  and  consulted  the  Orb 
of  Prophecy  while  praying  to  the 
Prophets  for  forgiveness.  After 
she  received  no  reply,  Dukat 
chose  the  moment  to  reveal  that 
he  served  the  Pah-wraiths.  At  first 
she  rejected  ‘Anjohl,’  labeling  him 
a  heretic,  but  Dukat  argued  that 
the  Prophets  had  rejected  her. 

Winn  became  frightened,  and 
her  crisis  of  faith  even  led  her 
to  seek  the  advice  of  an  old 
antagonist,  Colonel  Kira  Nerys. 
Winn  admitted  that  she  had 
given  in  to  the  temptations  of 
power  and  strayed  from  the  path 
of  the  Prophets.  Kira  believed 
that  Winn  was  genuinely  contrite, 
and  counseled  her  to  give  up  her 
position  as  kai  and  turn  herself 
over  to  the  Prophets.  Winn, 
however,  could  not  accept  this: 
power  was  too  important  to  her. 

Changing  sides 

Winn’s  grave  doubts,  and  the 
long-sought-after  power  the  Pah- 
wraiths  promised  to  confer  on 
her,  convinced  her  that  she 
could  not  maintain  the  pretense 
of  serving  the  Prophets;  they  had 
given  her  nothing  in  all  her  years 
of  loyal  service.  She  was  ready 
to  walk  the  path  the  Pah-wraiths 


Uneasy  alliance 

Kai  Winn  was  instantly  attracted  to 
the  Bajoran  farmer,  Anjohl  Tennan, 
little  realizing  that  he  was  the  surgi¬ 
cally  disguised  Cardassian,  Dukat.  The 
former  prefect  of  Bajor  played  to 
her  deep-seated  resentment  of  the 
Prophets  by  suggesting  that  the 
Emissary  did  not  suffer  through  the 
Occupation  as  she  did.  Dukat  told  Winn 
that  Sisko  could  never  heal  Bajor,  as  he 
did  not  understand  her  world.  The  kai 
became  infatuated  and  played  straight 
into  Anjohl’s  hands;  the  two  become 
lovers,  but  when  Winn  learned  Anjohl’s 
true  identity  she  was  disgusted.  Dukat 
was  later  temporarily  struck  blind  by 
the  Kosst  Amojan,  and  Winn  threw 
her  lover  out  to  beg  on  the  streets. 


Dukat  romanced 
Winn  so  that  she 
would  help  him  free 
the  Pah-wraiths. 

Dukat  had  himself 
surgically  altered  to 
look  like  a  Bajoran. 
He  pretended  to  be 
a  farmer. 
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Kai  Winn 


Winn  was  driven  to  murder  her  aide  Soibor,  and  the  blood  staining  her 
hands  revealed  the  hidden  text  in  the  book  of  Kosst  Amojan.  With  Dukat’s 
encouragement,  she  studied  the  text  to  learn  how  to  free  the  Pah-wraiths. 


Inside  the  Bajoran  fire  caves,  Winn  began  the  ritual  to  release  the 
Pah-wraiths  by  chanting  from  the  book  of  Kosst  Amojan.  She  then 
poisoned  Dukat  because  the  Pah-wraiths  required  a  sacrifice. 


had  laid  out  for  her,  and  those 
who  stood  in  her  way,  including 
the  Federation  and  the  vedeks, 
would  be  swept  aside. 

Dukat  convinced  Winn  that 
she  should  try  and  free  the 
Pah-wraiths  from  Bajor’s  fire 
caves  by  consulting  the  book 
of  the  Kosst  Amojan  -  a  book 
that  only  the  kai  is  permitted 
to  open.  Winn  agreed,  after 
Dukat  convinced  her  that  the 
Pah-wraiths  would  be  so  grateful 
that  they  would  let  her  rule  in 
a  new  paradise  of  their  creation. 

Winn  had  her  aide,  Soibor, 
bring  her  the  book  of  Kosst 
Amojan,  despite  his  objections. 
She  found  that  the  pages  were 
blank,  but  she  believed  that 
there  was  text  there  if  she 
could  just  work  out  how  to 
see  it.  As  she  worked  on  the 
problem,  Soibor,  who  had  been 
very  suspicious  of  Winn’s  new 
advisor,  did  some  investigating 
and  discovered  that  Anjohl 
was  really  Dukat.  He  told  Winn 
about  the  revelation,  but  Dukat 
remained  calm,  telling  Winn 
that  Soibor  didn’t  understand 
the  power  of  the  Pah-wraiths. 

Soibor  suddenly  realized  why 
Winn  had  asked  to  see  the 
Kosst  Amojan  book,  and  accused 
her  of  betraying  the  Bajoran 
people;  he  threatened  to  expose 
her.  In  panic,  Winn  lunged  at  him 
with  a  knife,  killing  him.  Beside 
herself  with  horror  at  what  she 
had  done,  she  picked  up  the 


book  to  destroy  it,  only  to 
discover  that  Solbor’s  blood 
revealed  the  ancient  text. 

By  the  end  of  2375,  Winn 
had  discovered  how  to  free  the 
Pah-wraiths,  and  she  and  Dukat 
traveled  to  the  Bajoran  fire  caves 
to  fulfill  their  destiny.  However, 
Winn  double-crossed  Dukat  and 
poisoned  him  as  a  sacrifice  to 
the  Pah-wraiths.  Winn  then 
chanted  from  the  ancient 
book  in  order  to  summon  up 
Kosst  Amojan.  But,  rather  than 


join  with  her,  a  bolt  of  energy 
struck  her,  and  the  spirit  of  the 
Evil  One  entered  Dukat’s  dead 
body  -  the  Pah-wraiths  had 
chosen  him  as  their  Emissary. 

Fiery  fate 

Winn’s  final  act,  as  she 
realized  the  extent  of  her  folly, 
was  to  see  if  she  could  put  right 
some  of  the  damage  she  had 
done.  She  attempted  to  stop 
the  reanimated  Dukat  and  the 
Pah-wraiths  by  throwing  the 


Kosst  Amojan  text  into  the 
flames,  but  the  book  was  taken 
from  her  and  she  was  consumed 
by  the  flames  that  leapt  from 
the  fire  caves.  Fortunately,  this 
distraction  gave  Sisko  the  vital 
time  he  needed  to  tackle  the 
possessed  Dukat,  and  they 
fell  into  the  fiery  depth  of  the 
cavern  together. 

It  was  a  shocking,  ignominious 
end  for  a  woman  who  had  sought 
power  at  all  costs  and  was  ulti¬ 
mately  destroyed  by  her  ambition. 


When  Winn  realized 
that  the  Pah-wraiths 
had  chosen  Dukat, 
rather  than  her,  as 
their  representative, 
she  tried  to  destroy  the 
book  of  Kosst  Amojan. 
But  she  was  consumed 
in  a  ball  of  flames  that 
rose  up  from  the  abyss. 


Interview 


Ronald  D.  Moore 

Ronald  D.  Moore  was  the  only  member  of  Michael  Piller’s  writing  staff 
who  returned  for  the  fourth  season.  After  a  year  of  learning  his  craft,  he  was 
determined  to  take  the  show  in  new  directions,  and  to  bring  back  the  Klingons. 


It  was  one  of  the  more  surreal  moments 
of  Ron  Moore’s  life;  Patrick  Stewart, 
dressed  from  head  to  foot  as  Locutus, 
was  eating  his  lunch  and  discussing  the 
finer  points  of  Picard’s  family  life. 

Patrick  had  called  Ron  and  head  writer 
Michael  Piller  to  his  trailer  because  he  knew 
that  Ron’s  script  for  ‘Family’  was  going  to 
make  major  strides  in  establishing  Picard’s 
character.  “It  talked  about  his  family  and 
was  very  personal  to  him,”  Ron  remembers, 
“so  he  wanted  to  make  sure  it  was  handled 
right.” 

Revolutionary  show 

‘Family’  was  a  contentious  episode  for 
a  number  of  reasons:  it  was  STAR  TREK: 
THE  NEXT  GENERATION’ s  first  serious 
visit  to  Earth;  it  dealt  with  Picard’s  fears; 
and  it  did  not  have  a  ‘science-fiction 
jeopardy’  plot.  The  show  came  about 
because  Michael  felt  the  show  could  not 
ignore  the  effect  that  being  assimilated  by 
the  Borg  had  had  on  Picard. 

It  was  Ron’s  first  writing  assignment  for 
the  year,  and,  as  he  recalls,  the  script  wasn’t 
always  quite  as  unusual.  “Originally,  it  was 
going  to  have  a  classic  A-B  structure.  The 
Picard  story  was  always  him  going  back 
to  France,  meeting  with  his  brother,  and 
dealing  with  the  fallout  of  ‘The  Best  of 
Both  Worlds.’  But  we  were  also  going  to  be 
cutting  back  to  a  more  classic  jeopardy  story 
on  the  Enterprise.  I  structured  it  that  way  in 
the  story  outline,  but  it  was  really  too  much. 
It  was  hard  to  cut  to  Picard  and  this  family 
drama  while  Beverly  was  escaping  the  warp 
core  blowing  up  or  whatever.  The  two 

You  never  knew 
what  the  next  tk  ing 
was  ^oin£  to  he,  and 
that  kept  it  fresh. 


In  ‘Family/  the  first  show  Ron 
Moore  wrote  for  the  fourth  season, 
Picard  returned  to  his  home  town 
in  France  in  attempt  to  recuperate 
from  his  ordeal  at  the  hands  of 
the  Borg.  When  he  arrived  he  was 
greeted  by  his  nephew,  Rene. 
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The  original  B-story  in  ‘Family’  was  taken  out  and  turned  into  the  episode  ‘Remember  Me.’ 
The  replacement  B-story,  which  brought  Wort’s  parents  on  to  the  ship,  provided  much 
better  parallels  with  Picard’s  family  drama  back  on  Earth. 


stories  were  out  of  balance. 

“We  were  in  Rick  Berman’s  office  going 
through  the  problems  and  Michael  just  said, 

‘I  don’t  want  to  do  this;  let’s  split  it  into  two 
episodes.  Ron,  you  do  this  show;  we’ll  call  it 
‘Family,’  and  it’s  going  to  be  all  about  family.’ 
Then  he  turned  to  Lee  Sheldon,  who  was  the 
other  writer,  and  said,  ‘You  do  the  jeopardy 
story,  and  that  will  be  ‘Remember  Me.’  That’s 
what  happened,  and  it  was  great.” 

Because  of  the  new  structure,  Ron’s  finished 
script  for  ‘Family’  was  revolutionary.  For  the 
first  time  TNG  had  a  completely  character- 
based  episode,  without  any  hint  of  a  threat, 
and  it’s  the  only  episode  of  the  series  where 
the  bridge  doesn’t  feature  at  all. 


the  writers  could  show  him  fighting  a  90-year- 
old  man  Michael  and  executive  producer 
Rick  Berman  managed  to  persuade  him 
that  the  script  should  stay  as  it  was. 

Different  approaches 

Ron  couldn’t  have  been  happier  with  the 
way  the  story  pushed  the  boundaries  of  what 
was  possible  on  TNG.  He  had  come  away 
from  the  previous  season  with  the  realization 
that  the  show  was  much  more  flexible  than 
he  had  thought,  and  he  was  keen  to  see 
how  many  different  kinds  of  story  the  writers 
could  tell.  He  was  also  pleased  that  ‘Family’ 
continued  the  storyline  of  ‘The  Best  of  Both 
Worlds,’  and,  given  the  producers’  tolerance  of 


Interview 

story  arcs,  he  wanted  the  staff  to  return  to 
another  ongoing  thread  in  the  STAR  TREK 
universe:  Worf’s  difficulties  with  the 
Klingon  Empire. 

Return  of  the  Klingons 

Michael  agreed  with  him  and  had 
bought  a  story  that  combined  K’Ehleyr, 
Worf’s  lover  from  the  second  season,  with 
Worf’s  nemesis  Duras,  who  Ron  had 
established  in  ‘Sins  of  the  Father.’ 

“A  freelance  team,  the  Perrys,  pitched 
that  and  wrote  the  first  draft,  but  it  just 
didn’t  work.  Michael  then  assigned  the 
rewrite  to  Brannon  and  me.  It  was 
Brannon’s  first  actual  writing  assignment  for 
the  show.  I  know  Rick  wanted  Worf  to  get 
his  ‘honor’  back,  but  I  didn’t  want  to  do 
that.  Michael  didn’t  want  to  do  that  either, 
so  we  decided  it  would  be  another  step  in 
the  continuing  saga.  Because  we  had  used 
Picard  in  ‘Sins’  so  effectively,  we  brought 
him  in,  and  that  gave  us  a  chance  to  do 
more  political  stuff  and  see  the  way  the 
Ivlingon  Empire  operated.” 

In  the  story  that  Ron  and  Brannon  fash¬ 
ioned,  the  Klingon  Chancellor  K’mpec 
dies,  leaving  Picard  to  mediate  the  succes¬ 
sion.  This  brings  the  two  candidates  - 
Duras  and  Gowron  -  to  the  Enterprise. 
Meanwhile,  K’Ehleyr,  who  is  traveling  with 
K’mpec,  reveals  that  she  has  given  birth  to 
Worf’s  son,  Alexander,  but,  because  of  his 
own  lack  of  honor,  Worf  will  not 


Perfect  world 

It  was  also  the  last  story  that  Ron  remem¬ 
bers  having  an  in-depth  conversation  about 
with  Gene  Roddenberry;  by  the  beginning  of 
the  fourth  season  Gene’s  health  was  deterio¬ 
rating  rapidly,  and  he  wasn’t  able  to  involve 
himself  with  every  story.  His  concerns  about 
‘Family’  related  to  the  portrayal  of  the  Picard 
family  who  he  was  concerned  shouldn’t 
appear  too  dysfunctional  -  and  the  way  Earth 
was  portrayed. 

“He  didn’t  like  what  it  said  about  Earth,” 
Ron  says.  “He  didn’t  like  the  original  project 
I  came  up  with  for  Picard  to  work  on.  Eventu¬ 
ally,  we  settled  on  the  Atlantis  Project,  which 
was  raising  the  continents;  the  previous  idea 
was  that  Picard  was  going  to  be  involved  with 
these  massive  projects  to  revitalize  areas  like 
the  Amazon  rain  forest  that  had  been 
damaged  by  industrialization  years  before. 

He  had  problems  with  that  because  he  felt 
Earth  should  be  this  perfect  place.” 

Gene  was  also  concerned  that  Picard’s  fight 
was  really  with  his  father  rather  than  his 
brother  Maurice,  but  since  there  was  no  way 
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‘Reunion’  ended  with  Worf  killing  Duras,  which  was  perfectly  acceptable  to  the 
Klingons,  who  thought  it  was  Worf’s  right  to  avenge  K’Ehleyr’s  death. 
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When  K’Ehleyr  returned  to  the  ENTERPRISE  she  revealed  that  she  had  given  birth  to  Worf’s  son.  The  writers  had  no  concrete  way  to 
develop  Alexander  as  a  recurring  character ,  but  Ron  says  they  couldn’t  resist  the  impact  the  revelation  would  have  on  Worf. 


acknowledge  him.  Determined  to  find  out 
what  is  going  on,  K’Ehleyr  uncovers  Duras’s 
role  in  Worf’s  discommendation,  and  he 
kills  her.  Filled  with  grief  and  anger,  Worf 
then  challenges  Duras,  and  kills  him 
in  a  duel. 

Alien  morals 

Ron  has  no  doubts  that  Worf  is  the  only 
character  on  the  ship  who  the  writers  could 
have  kill  someone.  “Worf  goes  over  and 
murders  the  guy.  That  was  pretty  bold;  it 
was  something  we  fought  for.  He’s  a 
Klingon!  It  was  important  to  me  to  keep 
moving  Worf  in  that  direction;  he  isn’t  one 
of  us.  He  wears  the  uniform,  he  does  the 
job,  but  he  is  a  Klingon.  It  was  important 
that  we  had  those  moments.  It  surprised  the 
audience  and  made  them  re-evaluate  him.” 

But,  in  order  to  get  Worf  to  the  point 
where  he  could  kill  Duras,  the  writers  had 
no  choice  but  to  kill  K’Ehleyr,  who  was  one 
of  the  series’  most  popular  guest  characters. 

“It  was  the  only  way,”  Ron  says.  “Apart 
from  the  death  of  K’Ehleyr,  there  is  nothing 
that  would  have  gotten  Worf  across  to  that 
Klingon  ship  to  kill  Duras.  It  was  a  major 
dramatic  moment,  and  it  was  irresistible;  the 
woman  he  loved  had  been  murdered,  and  it 
drove  him  to  this  other  place.  I  thought  it 
was  great.” 

Ron  was  less  happy  about  the  fact  that  the 
episode  ended  with  Worf  sending  Alexander 
to  live  with  Worf’s  adoptive  parents,  the 
Rozhenkos,  on  Earth.  “That  was  a  mistake; 
nobody  wanted  Alexander  to  stay  but  me 
and  maybe  Brannon.  I  still  kind  of  feel  that 
sending  him  off  the  ship  sent  a  bad 
message.  The  single  father  should  have 
embraced  the  son  and  taken  responsibility 


for  him.  It  was  also  very  strange  that  we  kept 
saying  there  were  these  families  on  board,  so 
why  was  Worf’s  kid  sent  away? 

“The  argument  was  that  Worf  is  a  soldier 
and  you  don’t  want  him  to  be  just  a  daddy.  I 
just  think  that,  looking  at  Worf’s  character 
overall,  it  caused  us  unending  problems.  For 
years,  the  kid  just  became  this  off-camera 
presence  on  a  planet  far  away  that  you  would 
refer  to  periodically.  He’d  come  in  for  a  guest 
shot,  but  it  was  never  really  a  satisfying 
component  of  Worf’s  story.” 

Given  that  the  writers  had  no  intention 


Ron  felt  that  there  were  several  problems 
with  sending  Alexander  to  live  on  Earth, 
not  least  of  which  was  that  the  ENTER¬ 
PRISE  was  built  to  accommodate  children. 


of  keeping  Alexander  on  the  ship,  it  seems 
reasonable  to  ask  why  they  introduced  him 
in  the  first  place.  Ron  explains  that  it  was  a 
consequence  of  the  way  they  structured  the 
show.  “We  never  really  sat  down  and  mapped 
out  broad  strategies.  Michael  didn’t  like  to  do 
that;  he  liked  to  just  take  things  as  they  came. 
He  wanted  to  hear  lots  of  pitches  and  ideas 
and  then  pick  the  ones  that  he  liked.  It  was  a 
deliberate  choice  on  his  part  not  to  angle  the 
piece  in  a  direction  just  because  we  wanted  to 
do  something  else  later  down  the  line. 

Good  and  bad 

“That  had  good  points  and  bad  points.  Not 
planning  the  arcs  and  not  saying  where  the 
show  was  going  kept  it  episodic,  which  made 
the  studio  happy,  and  it  opened  you  up  to  new 
ideas  and  different  ways  of  telling  stories.  You 
never  knew  what  the  next  thing  was  going  to 
be,  and  that  kept  it  fresh.  But  the  downside 
was  that  you  would  fasten  on  to  these  ideas 
because  they  were  interesting,  but  you  didn’t 
really  have  an  idea  of  how  they  were  going  to 
play  out  in  the  bigger  picture,  so  sometimes 
things  like  Alexander  got  lost.” 

In  the  case  of  'Reunion’  there  was  a  very 
definite  upside.  Ron  says  that  when  he  and 
Brannon  wrote  the  episode,  the  idea  that  it 
would  lead  to  a  cliffhanger  at  the  end  of  the 
season  in  which  a  Klingon  civil  war  broke  out, 
wasn’t  even  a  flicker  in  anyone’s  mind,  but, 
under  Michael’s  guidance,  they  kept  intro¬ 
ducing  possibilities  that  would  pay  off  later. 

The  next  script  Ron  wrote,  ‘Data’s  Day,’ 
was  another  show  that  broke  the  established 
rules  of  storytelling  on  TNG.  It  followed  Data 
through  the  course  of  24  hours,  and  focused 
on  the  day-to-day  lives  of  the  crew. 

“Everyone  was  always  fascinated  by  the  idea 
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One  of  the  things  Ron  particularly  liked  about  ‘Data’s  Day’  was  that  he  was  able  to  tell 
the  entire  story  through  Data’s  eyes ,  showing  that  he  didn’t  understand  everything. 


of  doing  a  day-in-the-life  episode,  Michael 
particularly,”  he  recalls.  ‘“Data’s  Day’  was 
originally  a  freelance  episode;  Harold  Apter 
did  it.  His  draft  came  in,  and  we  had 
a  lot  of  problems  with  it;  chief  among  them 
was  a  scene  -  if  you’re  reading  this,  I’m  sorry, 
Harold  -  where  Data  went  into  the  holodeck 
to  learn  how  to  dance,  and  he  literally  did 
‘Saturday  Night  Fever’  —  the  disco  ball,  the 
floor,  the  white  suit,  the  whole  thing.  I 
remember  reading  it  and  thinking,  ‘He’s 
lost  his  mind!’  It  was  just  so  funny.” 


to  Ron  about  ‘Data’s  Day’  was  that  it  gave 
him  the  opportunity  to  explore  everyday 
life  aboard  the  Enterprise,  which  gave  him  the 
chance  to  introduce  several  references  to  the 
original  STAR  TREK.  “The  idea  that  there  is  a 
day  and  a  night  on  the  Enterprise  is  something 
that  they  alluded  to  in  ‘The  Conscience  of  the 
King.’  Kirk  told  Lenore  Karidian  that  the  ship 
has  a  diurnal  day  and  night  cycle.  I  loved  that. 
And  Picard’s  speech  in  the  wedding  is  a 
paraphrase  of  the  speech  Kirk  gives  in 
‘Balance  of  Terror.’” 


Near  disaster 

Ron  was  given  the  task  of  rewriting  the 
script,  which  he  did  with  some  help  from  Jeri 
Taylor.  Today,  he  is  very  proud  of  ‘Data’s 
Day,’  which,  he  says,  is  one  of  his  favorite 
episodes  that  he  worked  on.  But,  at  the  time, 
he  thought  it  was  going  to  be  the  low  point 
of  his  career  -  at  least  briefly. 

“I  did  the  rewrite  and,  in  all  honesty, 
Michael  hated  it.  It  was  going  to  be  the  first 
script  we  abandoned.  He  was  very  nice  about 
it.  He  called  me  and  Jeri  down  and  said,  ‘I  just 
don’t  think  this  is  going  to  work.  I’m  sorry; 
we’ll  find  you  something  else  to  do.’ 

I  was  devastated;  this  was  a  real  failure. 

Then,  literally  within  a  few  hours,  he  called 
back  and  said,  ‘Ric.k  loves  it,  he  thinks  its 
great.  I  don’t  know  why.’  To  Michael’s  credit, 
he  read  it  again,  and  said,  ‘You  know  what:1 
I  think  I  read  it  in  a  bad  mood  or  something. 
We’re  going  to  do  it.’” 

One  of  the  things  that  particularly  appealed 


Troubled  rewrite 

Next  up  for  Ron  was  a  rewrite  on  ‘First 
Contact,’  which  he  did  with  Joe  Menosky. 

This  time,  they  couldn’t  satisfy  Michael,  who 
ultimately  decided  to  completely  rework  the 
story.  “Our  version  was  more  lighthearted. 
You’re  playing  spacemen  who  have  come  to  a 
planet;  you  can  make  it  funny.  It  was  a  diffi¬ 
cult  show  that  was  fraught  with  rewrites  and 
problems  with  the  structure.  There  were  all 
kinds  of  Prime  Directive  problems  that  drove 
me  to  distraction. 

“There  was  a  version  we  all  liked  when  they 
were  in  a  shuttlecraft  that  was  damaged  and 
they  got  rescued.  It  was  more  of  a  chance 
encounter  where  Picard  had  to  make  the  best 
of  a  bad  situation.” 

Ultimately,  Ron  feels  that  the  finished  script 
was  out  of  philosophical  step  with  the  rest  of 
the  series.  “There  was  something  very  odd 
about  a  society  that  turns  its  back  on  knowl¬ 
edge.  I  remember  Mike  Okuda  writing  an 
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impassioned  memo  saying  that  turning 
away  from  space  and  concentrating  on 
problems  here  on  Earth  is  exactly  what 
people  who  want  to  cut  NASA’s  budget  say. 
And  STAR  TREK  stands  for  the  positive 
aspects  of  space  exploration.  That  bothered 
me,  and  I  felt  it  was  kind  of  a  mistake  for 
STAR  TREK  to  take  that  line.” 

In  love  with  Data 

After  several  assignments  that  involved 
working  on  ideas  that  Michael  had  bought 
from  other  people,  ‘In  Theory’  gave  Ron 
the  chance  to  work  up  an  idea  that  he 
developed  with  Joe  Menosky.  The  premise 
was  simple:  Data  would  have  a  romance. 

“That  was  something  we  talked  about 
quite  a  lot;  we  were  really  interested  in  the 
notion  of  a  woman  falling  for  Data,  and 
Data  trying  to  be  her  boyfriend  was  fasci¬ 
nating.  Joe  and  I  talked  about  it  at  length. 
We  wanted  to  bring  the  audience  back  to 
the  realization  that  Data  is  not  human.  Part 
of  the  quality  of  Pinocchio  is  that  he  isn’t  a 
real  boy,  but  he  wants  to  be.  We  wanted  to 
restore  the  sense  that  Data  has  something 
to  actually  strive  for. 

“Because  Brent  is  such  an  expressive 
actor  and  gives  such  great  nuance  to  the 
character,  you  were  often  reading  emotion 
and  feeling  into  what  he  was  doing,  even 
though  it  wasn’t  supposed  to  truly  be  there. 
So,  to  keep  Data  from  being  just  a  guy  in 
white  makeup,  we  wanted  to  bring  him 
back,  and  find,  ‘God  there’s  a  limitation:  he 
can’t  love.’  This  girl  loves  him,  and  he  can 
be  the  perfect  boyfriend  in  every  way,  but 
ultimately  he  doesn’t  feel  it.  And  that  was 
not  going  to  be  a  satisfying  relationship 
for  her.  She  as  a  human  being  had  fallen 
in  love  with  someone  who  was  completely 
incapable  of  loving  her  back.  I  thought  it 
was  a  fascinating,  interesting,  completely 
character-driven  tale,  but,”  he  laughs,  “I 
hate  the  B-plot  it’s  galactic  potholes, 
which  I  just  thought  was  so  boring.” 


Klingon  war 

As  the  end  of  the  season  approached, 
Michael  began  to  talk  to  the  staff  about 
ending  the  year  with  another  cliffhanger. 
“We  needed  a  big,  epic  tale  that  would 
justify  a  season  break  like  that,”  Ron 
remembers.  “The  one  big  hanging  thread 
was  this  Worf  thing;  the  two  previous  Worf 
shows,  ‘Sins  of  the  Father’  and  ‘Reunion,’ 
had  been  very  strong,  and  everybody  liked 
them.  So  we  thought,  ‘Let’s  do  another  one, 
and  let’s  make  it  the  cliffhanger.” 

Before  long,  the  staff  decided  that  they 
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The  point  of  ‘In  Theory’  was  that  Data  lacked  many  important  Ron  credits  Michael  Filler  with  developing  the  personalities  of 

human  qualities ,  and  that  without  emotions  he  would  never  Lursa  and  B’Etor,  who  opposed  Gowron  and  took  up  their  dead 

experience  the  best  aspects  of  life.  brother  Duras’s  claim  to  lead  the  Klingon  Empire. 


would  end  the  year  with  a  Klingon  civil 
war,  and,  in  the  episodes  leading  up  to  the 
season-ender,  they  revealed  that  the 
Romulans  were  somehow  involved  with 
Klingon  politics.  Ron  says  that  storyline  was 
a  natural  offshoot  of  the  events  they  had  set 
in  motion  in  ‘Reunion.’ 

“With  the  death  of  Duras  and  the  rise  of 
Gowron  you  were  starting  to  set  up  a  situa¬ 
tion  of  trouble  at  the  top  of  the  Empire, 
which  was  getting  less  and  less  stable.  We 
were  also  looking  for  ways  to  bring  the 
Klingons  into  more  conflict  with  the 
Federation,  without  making  them  enemies 
again.  And  this  was  mirroring  things  that 
were  happening  in  the  Soviet  Union,  which 
was  starting  to  fly  apart  at  the  seams  at 
about  this  point.  We  were  looking  for 
ways  to  use  that  as  a  touchstone.” 

Growing  threat 

The  first  hints  that  something  was  going 
on  appeared  in  ‘The  Drumhead,’  when  a 
Starfleet  officer  was  caught  sending  secrets 
to  the  Romulans.  Then  in  ‘The  Mind’s  Eye’ 
the  Romulans  captured  Geordi  and  brain¬ 
washed  him  into  attempting  to  assassinate  a 
Klingon  leader.  One  element  that  was  not  in 
place  was  that  the  Romulan  scheme  would 
be  masterminded  by  Sela,  the  daughter  of 
a  Tasha  Yar  from  a  parallel  timeline. 

“We  didn’t  come  up  with  the  thing  with 
Sela  until  I  was  working  on  ‘Redemption.’ 
Denise  Crosby  had  come  and  talked  to 
Michael  Piller  with  this  idea  to  bring  herself 
back  as  Tasha’s  daughter.  Michael  called  me 
and  told  me  about  it.  I  was  like,  ‘Huh,  she’s 
twice  dead!’  I  wasn’t  too  enamored  of  it,  but 
then,  when  I  was  working  on  the  story  for 


Redemption,  I  was  looking  for  a  surprise 
ending.  There  was  all  this  Romulan  stuff  in 
the  air  anyway,  and  it  just  sort  of  clicked  into 
place  in  my  head  that  that  should  be  the 
cliffhanger. 

Shadowy  figure 

“We  established  a  mysterioso  Romulan  off 
camera  in  ‘The  Mind’s  Eye.’  That  was  going 
to  be  a  Romulan  agent  who  would  show  up 
in  ‘Redemption’  and  play  a  part  in  the  drama. 
So  the  pipe  was  already  there,  but  it  wasn’t 
until  after  we’d  shot  that  that  we  said,  ‘Well 
what  if  it’s  Sela?’  I  don’t  think  we  had  to 
reshoot  it;  Denise  just  looped  her  dialogue.” 

Having  killed  Duras  in  ‘Reunion,’  Ron  now 
had  to  create  new  Klingon  villains  to  take  his 
place.  His  take  on  the  Klingons  has  always 
been  heavily  influenced  by  Shakespeare’s 
history  plays,  so  he  decided  that,  just  as 
different  generations  of  the  royal  houses  of 
York  and  Lancaster  had  spent  a  century  at 
war,  the  Duras  family  would  take  up  the  fallen 
warrior’s  cause.  “The  houses  of  the  different 
families  were  such  an  important  part  of 
Klingon  culture.  The  house  of  Duras  wasn’t 
just  going  to  take  this  lying  down.  It  felt  like 
his  relatives  would  step  up  to  the  plate.” 

The  new  villains  were  Duras’s  sisters  Lursa 
and  B’Etor,  and,  as  the  year  ended,  it  seemed 
that  with  the  support  of  the  Romulans  they 
stood  a  very  real  chance  of  ruling  the  Klingon 
Empire. 

Ron  knew  that  when  he  returned  he  would 
have  to  work  out  how  to  defeat  them,  but  at 
the  end  of  a  hard  year  he  was  happy  to  take 
a  vacation.  “When  I  wrote  ‘Redemption,  Part 
I’  there  wasn’t  any  plan  for  what  Part  II  would 
be.  By  that  point  of  the  season  we  were  all 


very  tired.  No  one  was  saying,  ‘Gome  on  let’s 
keep  going,  let’s  work  out  Part  II!’  The  last 
thing  we  wanted  to  do  was  to  break  another 
show.  It  was  just  too  exhausting.  Maybe  it 
might  have  been  a  better  idea,  but  I  don’t 
know  that  we  were  physically  capable.” 

Besides,  Michael  Piller  firmly  believed  that 
stories  had  to  evolve  organically,  and  that 
when  the  staff  came  back  they  would  be  able 
to  work  out  what  to  do.  “I  think  Michael  was 
kind  of  proud  that  we  didn’t  know  what  was 
going  to  happen,”  Ron  smiles, 


Sela  was  introduced  only  at  the  last 
minute  in  order  to  create  a  dramatic 
ending  for  the  cliffhanger. 
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Vardaman,  Making  PADDs,  Alien 
Voices,  Michael  Westmore 
Ref:  STM003 


Volume  1 
Issue  4 

Briefings:  U.S.S. 
Voyager  NCC-74656, 
Communications, 
Starfleet  Uniforms: 
2266,  Romulans: 
2200’s 


Interviews:  Nicole  deBoer, 

John  de  Lancie,  Joe  Longo 
Features:  Creating  STAR  TREK: 
DEEP  SPACE  NINE  (Part  1),  STAR 
TREK:  INSURRECTION  Concept 
Art  (Part  3),  Designing  the 
U.S.S.  Defiant  NX-74205, 

STAR  TREK  Encyclopedias 
Ref:  STM004 

Volume  1 
Issue  5 

Briefings:  U.S.S. 

Enterprise 
NCC-1 701-D, 

Species  8472, 

Parallel  Earths 
Interviews: 

Garrett  Wang, 

Brannon  Braga,  Wil  Wheaton 
Features:  Designing  the 
Hypospray,  Creating  STAR  TREK: 
DEEP  SPACE  NINE  (Part  2), 
Ronald  B.  Moore  on  STAR  TREK’s 
Visual  Effects,  Makeup  Artist 
Karen  Westerfield,  STAR  TREK 
Secrets:  23rd-century-style 
sideburns 
Ref:  STM005 


Volume  1 
Issue  6 

Briefings:  U.S.S. 
Defiant  NX- 
74205,  The 
Dominion, 

The  Hirogen, 
Captain  Kirk 
Interviews: 
Brent  Spiner,  Denise  Crosby 
on  the  Making  of  ‘Trekkies’ 
Features:  DeForest  Kelley: 

A  Tribute,  Creating  STAR  TREK: 
DEEP  SPACE  NINE  (Part  3), 
Foundation  Imaging,  Andre 
Bormanis  on  Warp  Technology, 
Jeri  Taylor’s  ‘Mosaics’  and 
‘Pathways’ 

Ref:  STM006 

Volume  1 
Issue  7 

Briefings:  U.S.S. 

Enterprise  History, 

The  Cardassians, 

Holotechnology 
Interviews: 

Nichelle  Nichols, 

Max  Grodenchik, 

Ronald  D.  Moore 
Features:  Andre  Bormanis  on 
Weapons  and  Tactical  Systems, 
Scenic  Art  Department,  ‘STAR 
TREK:  New  Worlds,’  Designing 
the  Breen  Attack  Ship, 
Non-Fiction  STAR  TREK  Books, 
Standing  in  for  the  Captain 
Ref:  STM007 


Volume  1 
Issue  8 

Briefings:  Delta 
Flyer,  Captain 
Picard, 

The  Vulcans, 

The  Kazon 
Interviews: 

Rene 

Auberjonois,  Jennifer 
Hetrick,  Fred  Freiberger 
Features:  Designing  Stellar 
Cartography,  ‘STAR  TREK:  Klingon 
Academy,’  STAR  TREK  Costumes: 
Seven  of  Nine,  Romance  Aboard 
the  U.S.S.  Enterprise  NCC-1701, 
Andre  Bormanis  on  the  Borg 
Ref:  STM008 

Volume : 

Issue  9 

Briefings: 

Starbases, 

The  Ferengi, 

Starship 
Operations 
Interviews: 

Robert  Duncan 
McNeill,  James  Darren, 

Ricardo  Delgado 
Features:  The  Real  Starship 
Enterprise,  ‘STAR  TREK:  DEEP 
SPACE  NINE  -  The  Fallen,’  Liquid 
Nitrogen:  STAR  TREK’s  Visual 
Effects  Secret,  STAR  TREK 
Stories:  Creating  the  Alamo 
Model,  Rocky  Frie:  Prop  Supplier 
Ref:  STM009 


Volume  1 
Issue  10 


Briefings: 
Computer 
Systems,  The 
Krenim,  U.S.S. 
Enterprise 
NCC-1 701-D 
(Part  2), 
Seven  of  Nine 
Interviews:  Marina  Sirtis, 

J.G.  Hertzler 


Features:  Matt  Jefferies  - 
Designing  the  U.S.S.  Enterprise 
NCC-1701,  Writer  Robert  J. 
Doherty,  Visual  Effects  House 
Digital  Muse,  ‘STAR  TREK: 

New  Worlds,  New  Civilizations,’ 
STAR  TREK  Stories:  Quark’s 
ship  on  1940’s  Earth 
Ref:  STM010 


Volume  1 
Issue  12 

Briefings:  U.S.S.  Enterprise 
NCC-1 701-A,  The  Klingons, 
Stellar  Phenomena 


Interviews:  Andrew  Robinson, 
Robin  Curtis,  Brannon  Braga 
Features:  Designing  Borg 
Costumes  for  STAR  TREK: 

FIRST  CONTACT,  Matt  Jefferies  - 
Shuttles  and  the  Shuttiebay, 
Designing  the  Bat’leth,  Andre 
Bormanis  on  STAR  TREK 
medical  equipment 
Ref:  STM012 


Volume  1 
Issue  13 


Briefings: 

U.S.S.  Voyager 
NCC-74656, 

The  Malon, 

Kirk’s  Crew 
Interviews: 

Jonathan  Frakes, 

William  Campbell 
Features:  Designing  Civilian 
Costumes  for  STAR  TREK:  FIRST 
CONTACT,  A  History  of  Klingon, 
U.S.S.  Voyager  Shuttlecraft, 
Creating  the  Dominion,  Stephen 
Poe’s  Books,  Illustrator  Jim 
Martin,  The  STAR  TREK 
Role  Playing  Game 


Ref:  STM013 


Volume  1 
Issue  14 


Briefings: 

U.S.S.  Enterprise 
NCC-1 701-C, 
Starfleet 
Uniforms 
2350’s-2365, 
The  Romulans, 
Propulsion  Systems 
Interviews:  Robert  Beltran, 

Chase  Masterson 
Features:  Designing  the  Bridge  of 
the  U.S.S.  Enterprise  NCC-1701- 
D,  Andrew  J.  Robinson’s 
‘A  Stitch  in  Time,’  Designing 
the  U.S.S.  Equinox  NCC-72381 
Ref:  STM014 


Volume  1 
Issue  15 

Briefings:  Deep 
Space  Nine, 
Lore’s  Borg, 
24th-Century 
Medical 
Equipment 
Interviews: 
Majel  Barrett  Roddenberry, 
Rick  Berman,  William  Sadler, 

Jon  Povill 

Features:  Designing  the 
Bridge  of  the  U.S.S.  Enterprise 
NCC-1701-D  (Part  2),  Ron  Surma: 
Casting,  Motion  Control  (Part  2), 
John  Colicos:  A  Tribute,  Elite 
Force  Computer  Game 
Ref:  STM015 


Volume  1 
Issue  16 


Briefings:  Earth 
History,  The 
Jem’Hadar 
Attack  Ship, 
Gamma 
Quadrant 
Kaces 


Interviews:  Denise  Crosby, 

Nicole  deBoer,  Aron  Eisenberg, 
John  Meredyth  Lucas,  NASA’s 
Janice  Voss 

Features:  STAR  TREK:  The 
Animated  Series  (Part  1), 
Designing  the  U.S.S.  Enterprise 
NCC-1 701-D  (Part  3),  A  close  look 
at  the  U.S.S.  Voyager  NCC-74656 
Ref:  STM016 


Volume  1 
Issue  20 

Briefings: 

U.S.S.  Relativity 
NCV-474439-G, 
Spock, 

The  Varro, 

The  Bajorans 
Interviews:  George 
Takei,  John  Savage,  Kenneth 
Biller,  Robert  Blackman 
Features:  Ronald  B.  Moore’s 
Visual  Effects  Journal:  ‘Fury,’ 
Designing  the  U.S.S.  Voyager 
NCC-74656,  Reinventing  the 
Klingons  (Part  2),  STAR  TREK 
‘Ships  of  the  Line’  Calendar, 
Captain  Kirk  loses  his  shirt 
Ref:  STM020 


Volume  1 
Issue  24 

Briefings: 

Miranda  Class,  1 
Wesley  Crusher,  1 
The  Vaadwaur, 
Starfleet  f 

Uniforms 

2366-73 

Interviews:  Marc  Alaimo, 

Susan  Gibney,  Martha  Hackett, 
James  Kahn 

Features:  Tim  Earls:  Set 
Designer,  Designing  Graphics: 

A  Kiingon  control  panel,  Eden  FX, 
Creating  the  Bajorans,  Costumes 
for  the  Kai,  Activision  2001, 
Captain  Kirk  and  Computers 
Ref:  STM024 


Volume  2 
Issue  4 

Gawwi  -- 

Briefings: 

Deep  Space  > 

Nine,  Kira 

Nerys,  The  1 

Overlookers,  | 

Games  and  I 

Sports 

Hi 

Interviews:  Garrett  Wang, 

Rick  Berman,  Michael  Piller, 

Jeri  Taylor  on  Creating  STAR 
TREK:  VOYAGER 
Features:  Captain  Archer  and 
the  22nd  Century,  Designing 
STAR  TREK:  VOYAGER,  Greatest 
Props,  STAR  TREK:  VOYAGER: 
The  Writers  Look  Back 
Ref:  STM028 


Volume  1 
Issue  17 

Briefings:  U.S.S. 

Enterprise 
NCC-1 701, 

William  Riker, 

Cardassian 
Ships, 

Spaceborne 
Life  Forms 
Interviews:  Jeffrey  Combs, 
Patti  Yasutake,  Wendy  Neuss 
Features:  Creating  the  Ferengi 
with  Herb  Wright,  John  Eaves 
on  Arming  DS9,  STAR  TREK: 
DEEP  SPACE  NINE  Companion,’ 
STAR  TREK:  The  Animated 
Series  (Part  2) 

Ref:  STM017 


Volume  1 
Issue  18 

Briefings:  U.S.S 
Voyager  NCC- 
74656,  Alice, 
Kathryn 
Janeway, 

The  Kiingon 
Civil  War 
Interviews:  Kate 
Mulgrew,  Marina 
Sirtis,  Josh  Clark 
Features:  STAR 
TREK:  VOYAGER: 
Season  Six  Visual 
Effects  (Part  1), 
Designing  the  Delta  Flyer,  An 
Inside  Look  at  ‘Unimatrix  Zero,’ 
Designing  the  Borg  Tactical 
Cube,  STAR  TREK:  New  Frontier 
Ref:  STM018  &  Ref:  STM18A 

Volume  1 
Issue  19 

Briefings: 

U.S.S.  Enterprise 
NCC-1 701-B,  The 
Trills,  Think  Tank, 

Starfleet 
Uniforms  2271 
Interviews: 

LeVar  Burton,  Cecily  Adams 
Features:  STAR  TREK:  VOYAGER: 
Season  Six  Visual  Effects  (Part 
2),  Designing  the  U.S.S.  Voyager 
NCC-74656,  Talking  to  an  Alien, 
Reinventing  the  Klingons  (Part 
1),  Aliens  and  Artefacts,  Mad 
Officers,  Andre  Bormanis  on 
what  constitutes  life  in  STAR  TREK 
Ref:  STM019 


Volume  1 
Issue  21 

Briefings:  U.S.S. 

Enterprise 
NCC-1 701-D, 

Federation 
Law,  The  Borg 
Queen's  Ship, 

Standard  Issue 
Kit  2266 
Interviews:  Tim  Russ,  Rene 
Auberjonois,  Jonathan  Del  Arco 
Features:  Doug  Drexler  on  his 
work  as  a  STAR  TREK  makeup 
artist,  Ronald  B.  Moore’s  Visual 
Effects  Journal:  ‘Fury’  (Part  2), 
Kiingon  Wooing 
Ref:  STM021 


Volume  1 
Issue  22 

Briefings:  The 
Raven, 

23rd  Century 
Aliens,  Ferengi 
Pod,  Worf 
Interviews: 
Dwight  Schultz, 
Jonathan  Frakes,  Tiny  Ron, 

Merri  D.  Howard 

Features:  Designing  the  Interiors 
of  the  U.S.S.  Enterprise  NCC- 
1701-D,  Doug  Drexler  on  his  work 
as  a  STAR  TREK  scenic  artist, 
Compositing:  Odo  gets  some  new 
threads,  Gold  Key  Comics:  STAR 
TREK’s  Original  Comics 
Ref:  STM022 

Volume  1 
Issue  23 

Briefings: 

U.S.S. 

Dauntless 
NX-01A, 

Federation 
Starships, 

The  Borg 
Interviews:  Rick 
Berman,  Alice 
Krige,  Manu 
Intiraymi 

Features:  Creating 
the  Borg,  Borg  Costumes, 
Assembling 

the  Borg  Queen,  Designing 
Borg  Ships,  Borg  Makeup, 

The  Borg  Evolve,  Borg  Species 
Designations,  Becoming  Borg 
(Assimilation  FX) 

Ref:  STM023  &  Ref:  STM23A 


Volume  2 
Issue  1 

Briefings:  U.S.S. 

Grissom  NCC- 
638,  Dr.  McCoy, 

Q’s  Anti-time 
Future,  23rd 
Century  Aliens 
Interviews: 

William  Shatner, 

Nichelle  Nichols, 

Hans  Beimler, 

Jonathan  Del 
Arco,  John  Dwyer 
Features:  Designing  the  Future, 
Women  of  STAR  TREK,  On  the 
Frontier,  STAR  TREK  Guitar, 

STAR  TREK  VFX:  Levitating 

Commander  Riker 

Ref:  STM025  &  Ref:  STM25A 

Volume  2 
Issue  2 

Briefings:  U.S.S. 
Stargazer  NCC- 
2893,  Dr.  Bashir, 
Jupiter  Station, 
Tactics  and 
Maneuvers 
Interviews: 
Roxann  Dawson,  John  Logan, 

Eric  Menyuk,  Bryan  Fuller 
Features:  Designing  Species 
8472,  Designing  Ares  IV,  STAR 
TREK:  VOYAGER  The  Final 
Season,  Q2:  Father  and  Son, 

STAR  TREK:  DEEP  SPACE  NINE 
The  Continuing  Story 
Ref:  STM026 

Volume  2 
Issue  3 

Briefings: 

U.S.S.  Voyager 
NCC-74656, 

Kes,  U.S.S. 

Equinox  NCC- 
72381,  Worlds 
of  the  Delta 
Quadrant 
Interviews: 

Robert  Picardo, 

Rick  Berman,  Michael  Piller, 
and  Jeri  Taylor  on  Creating  STAR 
TREK:  VOYAGER,  Brannon  Braga 
Features:  Greatest  Visual 
Effects,  Greatest  Makeups, 
Greatest  Costumes,  Designing 
STAR  TREK:  VOYAGER 
Ref:  STM027  &  Ref:  STM27A 


Volume  2 
Issue  5 

3fA/®ha a 

IMS 

Briefings: 

Pike’s  Starship  j 

Enterprise,  1 

Thomas  Paris,  I 

Project  f 

Pathfinder,  £ 

Starfleet  Roles 

IffiS;  fW 

WLgd  m 

Interviews:  Cirroc  Lofton, 
Kenneth  Biller,  Bryan  Fuller 
Features:  Reinventing  the 
Ferengi,  Second  Unit,  STAR  TREK: 
VOYAGER’S  Greatest  Hair,  Marvel 
Comics,  Andre  Bormanis  on 
Suspended  Animation,  Bad 
Behavior,  Designing  the 
Type-12  Shuttlecraft 
Ref:  STM029 


volume  2 
Issue  6 

Briefings:  U.S.S. 

,  Enterprise  NCC- 
1 701-E,  Tasha 

1  Yar,  The  Voth, 

1  Galactic 

1  Archaeology 
Interviews: 

Patrick  Stewart 

Features:  Gene  Roddenberry,  35 
Years  of  STAR  TREK,  Reinventing 
the  Ferengi  Part  2:  The  Melting 
Pot,  Rick  Sternbach  STAR  TREK 
Illustrator,  Andre  Bormanis 
on  Gravity,  On  the  Frontier 
Ref:  STM030 


Volume  2 
Issue  7 


Briefings:  Starfleet 
Ships,  Odo,  The 
Dominion  Fleet, 

23rd  Century 
Aliens 
Interviews: 

Rick  Berman 
Features:  Meet  the  Crew 
of  ENTERPRISE,  Director 
James  Conway  on  the 
Making  of  ‘Broken  Bow,’ 
DC  Comics,  John  Eaves, 
The  Trouble  With  Q, 
‘Enterprise’  Lineage 
from  schooner  to 
starship,  Kirk’s 
Mission,  Andre 
Bormanis  on 
searching  for 
alien  life 
Ref:  STM031 


Volume  2 
Issue  8 

Briefings:  U.S.S. 

Enterprise  Refit, 

K’t’inga- Class 
Battle  Cruiser, 

V’Ger 

Interviews: 

Stephen  Collins, 

Robert  Wise 
Features: 

The  Director’s 
Edition,  Spock 
and  Xon,  Director’s 
Edition  VFX,  Finishing  The  Movie, 
Persis  Khambatta,  Visual 
Effects:  1979,  Robert  McCall, 
Harold  Livingston:  Writing  the 
first  STAR  TREK  movie,  The 
Memory  Wall,  Production  Design, 
The  Props 

Ref:  STM032  &  Ref:  STM32A 


Volume  2 
Issue  9 

Briefings:  U.S.S. 

Prometheus  NX- 
59650,  Geordi 
La  Forge,  Iden’s 
Rebellion, 

Starship 
Operations 
Interviews:  Scott  Bakula, 
Vaughn  Armstrong,  Brannon 
Braga,  Robert  Blackman 
Features:  Designing  the  Klingon 
Battle  Cruiser,  Obscure  STAR 
TREK  aliens,  ‘Starship  Spotter,’ 
‘Ships  of  the  Line’  Calendars, 
STAR  TREK  Science:  Andre 
Bormanis  on  Enterprise  NX-01  ’s 
systems,  Who  is  that  Alien?, 
Hallmark  Christmas  Ornaments, 
A  Versatile  Set 
Ref:  STM033 


Volume  2 
Issue  10 


Briefings:  Delta 
Flyer,  Scotty, 
Klingon  Culture, 
Starfleet 
Uniforms 
2270’s-2340’s 
Interviews: 
Linda  Park,  Jeffrey  Combs, 

James  Horan,  Andre  Bormanis 
Features:  Designing  the 
Inspection  Pod  with  John 
Eaves,  Visual  Effects: 
‘Broken  Bow,’  Designing 
the  Runabout  with  Rick 
Sternbach,  Borg 
Maquettes  with  Todd 
Masters,  STAR  TREK 
Props  from  the 
Smithsonian 
Exhibit,  On 
the  Frontier 
with  John 
D.F.  and 
Mary  Black, 
STAR  TREK 
Stories:  The 
Secret  of 
the  Mandala 
Chakotay’s 
map  of  the 
Galaxy 
Ref:  STM034 


Volume  2 
Issue  11 


Briefings: 

Captain  Proton, 

Tuvok,  Freedom 
and  Niagara 
Class,  24th 
Century  Aliens 
Interviews: 

Connor  Trinneer,  John  Fleck, 
Phyllis  Strong  and  Mike  Sussman 
Features:  The  Art  of  Tim  Earls 
for  STAR  TREK:  VOYAGER, 
Storyboards  from  STAR  TREK: 
FIRST  CONTACT,  Canon’  Books  - 
the  books  that  provide  ‘official’ 
STAR  TREK  information,  Will 
Richards’  Artwork,  Unobtainium 
Model  -  the  original  U.S.S. 
Enterprise  NCC-1 701  shooting 
model,  On  the  Frontier 
Ref:  STM035 


Volume  2 
Issue  12 


Briefings: 

Shuttlecraft, 

Data,  Irina’s 
Ship,  24th 
Century  Aliens 
Interviews: 

Jonathan 
Frakes,  Maurice 
Hurley,  Armin 
Shimerman, 

Majel  Barrett, 

Robert 
Schenkkan 
Features:  DVD  Box  Sets,  In 
the  Beginning  -  STAR  TREK:  THE 
NEXT  GENERATION’S  birth,  STAR 
TREK’S  New  World,  The  Making 
of  ‘Encounter  at  Farpoint,’ 
Imagining  the  Future,  Visual 
Effects,  24th  Century  Props 

Ref:  STM036  &  Ref:  STM36A 


Volume  3 
Issue  1 


Briefings: 

Ares  IV, 

Miles  O’Brien, 

The  Lokirrim, 

Starfleet 
Equipment 
Interviews:  Dominic 
Keating,  Matt  Winston 
Features:  From  the  Wormhole  - 
how  alien  surfaces  were 
created,  Syd  Mead 
on  designing 
V’Ger,  STAR 
TREK  props  - 
Klingon 
food,  Chief 
O’Brien’s  Rank 
explained, 

Starfleet 
Technical 
Database:  Rick 
Sternbach  on 
Intrepid  Class  Design 
Lineage,  Image  G,  The  Changing 
Face  of  Gul  Dukat,  ENTERPRISE 
Visual  Effects,  DC  Comics  STAR 
TREK:  THE  NEXT  GENERATION, 
Odo’s  True  Form,  Paint  Your 
Own  Borg 
Ref:  STM037 


Volume  3 
Issue  4 


Volume  3 
Issue  2 


Briefings: 

Admiral 
Janeway’s 
Shuttle, 

Starfleet 
Personnel, 

Son’a  Mission 
Scout  Ship,  Dr.  Beverly  Crusher 
Interview:  Ethan  Phillips, 
Jonathan  Frakes,  Leonard  John 
Crofoot,  Ira  Steven  Behr 
Features:  Designing  the  U.S.S. 
Enterprise  NCC-1 701-C,  STAR 
TREK:  The  Experience,  THE  NEXT 
GENERATION  Season  Three, 
Vulcans  Acting  lllogically,  Robert 
Blackman  on  costumes  from  the 
third  season  of  TNG,  Production 
Design,  The  Making  of 
‘Yesterday’s  Enterprise’ 

Ref:  STM040 


Briefings: 
Federation 
Vessels,  Mirror 
Universe,  The 
Srivani 
Interviews: 


jonn 

Billingsley,  Brannon  Braga, 

Diana  Muldaur,  Tracy  Torme, 

Rob  Bowmen 

Features:  STAR  TREK  props  - 
Borg  arms,  STAR  TREK:  THE  NEXT 
GENERATION’S  Second  Season, 
Durinda  Wood  on  Season  Two’s 
costumes,  The  Borg  Attack, 
Production  Design,  Designing 
the  Klingon  Raptor,  ‘STAR  TREK 
Bridge  Commander’  -  Activision’s 
new  computer  game,  How  to 
Build  a  Shuttle 
Ref:  STM038  &  Ref:  STM38A 


Volume  3 
Issue  5 


Volume  3 
Issue  3 


Briefings: 

Danube- Class 
Runabouts, 

Delta  Quadrant 
Races,  The 
Nightingale, 

Chakotay 
Interview:  Anthony  Montgomery 
Features:  A  report  on  Grand 
Slam  2002,  Designing  the 
Ti’Mur  with  Doug  Drexler, 

The  Magnificent  Ferengi, 

Hans  Beimler  on  STAR  TREK: 
DEEP  SPACE  NINE,  Picard’s 
Family  Album,  Jim  Mees  on 
his  time  working  on  STAR  TREK, 
Durinda  Wood’s  costumes 
for  STAR  TREK:  THE  NEXT 
GENERATION,  STAR  TREK  Props, 
STAR  TREK:  The  Experience 
Ref:  STM039 


Briefings: 

Project  Genesis, 

Khan  Noonien 
Singh,  the 
Ba’Neth, 

A  Guide  to 
Sickness 
Interview: 

Walter  Koenig, 

Nicholas  Meyer, 

Paul  Winfield, 

Robert  Sallin 
Features:  STAR  TREK  II:  THE 
WRATH  OF  KHAN  -  The  Director’s 
Edition,  ILM  Visual  Effects,  Ceti 
Eels,  The  Genesis  Demo:  How 
CGI  Changed  the  World,  The 
Early  Scripts,  The  Undiscovered 
Country,  The  Art  Department, 
STAR  TREK  II  Costumes, 

STAR  TREK  Stories:  New 
Members  of  Kirk’s  Crew 
Ref:  STM041  &  Ref:  STM41A 


O  LETTERS  &  LETTERS  F>  LETTERS  & 


After  some  recent  criticism , 
we  received  several  letters 
that  praised  T’Poi. 

Defending  T’Poi 

This  is  a  response  to  all  of 
the  people  who  do  not  like 
the  Vulcans  on  ENTERPRISE. 

I  have  read  quite  a  few  letters 
regarding  the  Vulcans,  and  how 
they  are  not  up  to  ‘STAR  TREK 
standards.'  Why  not?  Because 
they  are  not  as  logical  as  Spock 
or  Tuvok? 

Let's  think  of  the  times  when 
our  good  Mr.  Spock  has  lost  his 
sense  of  logic.  OK;  he  is  half 
human.  But  what  about  Sarek? 
In  STAR  TREK  III:  THE 
SEARCH  FOR  SPOCK  Sarek 
made  an  illogical  request.  But 
when  he  was  told  that  his 
request  was  illogical  he  said, 
"Logic  does  not  concern  me 
when  it  comes  to  my  son.'' 
Correct  me  if  I'm  wrong,  but 
that  also  sounds  a  little  bit  like 
love  coming  out  of  the  Vulcan. 

Perhaps  what  we  are  seeing 
on  ENTERPRISE  is  nothing 
more  than  a  different  stage 
in  Vulcan  evolution.  T'Pol  is 
a  great  member  of  the  crew 
of  Enterprise  NX-01,  and  I  look 


forward  to  reading  letters  from 
others  who  like  her. 

James  Rash 

Columbus,  Ohio 

Unexpected  visitor 

In  the  August  02  issue  of 
STAR  TREK:  The  Magazine, 
on  page  43,  poised  next  to  the 
egg  probe  from  the  episode 
'Evolution'  is  a  drawing  of 
Worlds  Welfare  Work  Associa¬ 
tion  agent  Yuri  (from  'Dirty 
Pair').  Was  this  a  mistake  on 
the  part  of  the  magazine,  or 
were  the  series  art  department 
anime  fans  just  having  fun? 

Darren  Brimhall 

Rick  Sternbach,  who 
designed  the  egg  probe,  is 
a  devoted  anime  fan,  which 
explains  Yuri's  appearance 
in  STAR  TREK. 

Alien  crew  members 

After  reading  the  letters  in 
the  August  issue,  I  just  had 
to  make  a  comment.  In  your 
reply  to  the  person  who  wrote 
about  the  length  of  tour,  you 
commented  on  the  taking  on 
of  new  crew  members. 

I  can't  see  Enterprise  having 
to  go  home  for  quite  some 
time  -  not  saying  that  they 
won't  -  but  certainly  not  for  the 
reason  of  taking  on  new  crew 
members.  My  thought 
is  that  the  new  crew  will  come 
from  some  of  the  aliens  they 
meet  and  make  friends  with.  I 
imagine  there  would  be  quite 
a  few  of  them  who  would  look 
to  an  assignment  on  Enterprise 
as  a  great  time  to  expand  their 
knowledge  of  the  universe. 

Verna 
via  e-mail 

This  is  certainly  an  interest¬ 
ing  suggestion,  and  it  is  the 


kind  of  thing  that  would  lay 
the  foundation  for  the  Feder¬ 
ation,  but  it  would  also  mean 
that  an  increasing  number  of 
crewmen  weren't  members 
of  Starfleet. 

Continuity  issues 

The  first  season  of  ENTER¬ 
PRISE  was  good;  I  give  it  three 
stars.  The  only  concern  I  have, 
of  course,  is  the  continuity 
of  the  STAR  TREK  timeline. 

It  hasn't  been  followed  too 
closely  in  some  episodes 
throughout  the  different 
STAR  TREK  series,  but  I  feel 
it's  much  more  important  now, 
because  ENTERPRISE'S  adven¬ 
tures  take  place  at  a  crucial 
point  in  history.  I  felt  it  was 
pushing  the  envelope  when 
the  Ferengi  showed  up;  I 
figured  the  Orions  might 
have  been  a  better  choice. 

Jeffrey  Malenfan 
via  e-mail 

Difficult  continuity  issues 
seem  to  be  par  for  the 
course  these  days.  A  query  in 
our  July  issue  about  one  of 
the  most  difficult  produced 
ths  response. 

Different  timelines 

In  the  July  2002  issue  you 
answer  a  question  about  the 
'missing'  Eugenics  Wars.  I 
was  curious  why  nobody  has 
suggested  that  we  live  in  a 
different  timeline  than  both 
the  Voyager  crew  and  the 
Enterprise  NCC-1701  crew. 
Given  all  the  time-travel  into 
our  century,  it  seems  likely 
that  the  timeline  has  been 
messed  up  enough  for  there 
to  be  many  discrepancies.  In 
particular,  'The  Voyage  Home' 
is  chock-full  of  opportunities 
for  the  timeline  to  be  affected. 


Missing  phasers,  communica¬ 
tors,  transparent  aluminum, 
and  Gillian  and  her  descen¬ 
dants  just  scratch  the  surface, 
I'm  sure  there  are  more. 

The  Voyager  crew 
transported  into  a  timeline 
that  had  already  been  affected 
by  the  timeship's  arrival  and 
its  captain.  It  is  possible  that 
Mr.  Starling  may  have  had  the 
ability  to  stop  Khan  himself, 
before  Voyager  arrived. 

Len  Kelter 
via  e-mail 

The  problem  with  this  theory 
is  that  Khan  is  definitely  part 
of  VOYAGER's  past,  so,  even 
if  he  is  missing  from  our  pre¬ 
sent  he  should  have  been 
in  Starling's  world. 

More  engineers 

Argyle  and  MacDougal. 
weren't  the  only  chief  engi¬ 
neers  during  the  U.S.S.  Enter¬ 
prise  NCC-1701-D's  first  sea¬ 
son;  Argyle  was  gone  by  'The 
Arsenal  of  Freedom,'  when 
Lt.  Logan  was  in  charge. 

Logan  was  gone  by  the 
next  episode,  'Skin  of  Evil,' 
when  Lt.  Commander  Leland 
T.  Lynch  was  chief.  Also,  Shi- 
moda  wasn't  the  only  assistant 
chief.  Lt.  Singh  was  clearly  a 
deputy  in  'Lonely  Among  Us.' 
Finally,  when  La  Forge  was 
promoted  to  chief  engineer 
in  Season  Two,  he  wasn't 
actually  a  lieutenant  comman¬ 
der,  just  a  full  lieutenant. 

Edward  James  Hines 
via  e-mail 
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This  picture  showing  the  crew 
in  19th-century  clothing  caused 
a  little  confusion. 

Strange  picture 

Okay,  I'm  stumped.  I  thought 
I  knew  all  the  original  STAR 
TREK  shows,  but  I  could  not 
figure  out  the  episode  scene 
featured  in  ‘STAR  TREK  Props 
-  The  Original  Phaser'  in  the 
July  2002  issue  (page  101, 
bottom).  Was  it  a  deleted 
scene  from  'Spectre  of  the 
Gun'  or  'All  Our  Yesterdays?' 

Dr.  Ali  Fant,  Ed.D. 
via  e-mail 


The  picture  in  question 
is  actually  from  the  first- 
season  episode  'Return 
of  the  Archons.'  It  shows 
a  landing  party  fighting  off 
the  local  populace,  who  are 
under  the  control  of  the 
computer  Landru. 

The  wrong  name 

There  is  something  that 
troubles  me  every  time  I 
watch  the  wonderful  episode 
'Good  Shepherd,'  and  that  is 
the  proper  name  of  Voyager 
crew  member  Tal  Celes;  she 
is  obviously  Bajoran,  and  we 
know  that  in  Bajoran  culture 
the  family  name  comes  first, 
and  the  given  name  second. 
What  troubles  me  -  and  many 
others,  I  understand  -  is  that 
she  is  constantly  referred  to 


as  'Crewman  Celes.'  Would 
you  clarify  this? 

Justin  Vovk 
via  e-mail 

There  is  actual  a  perfectly 
good  explanation  for  this. 
You  are  absolutely  right 
about  the  proper  order  of 
Bajoran  names,  which  was 
established  in  the  episode 
'Ensign  Ro.'  However,  in  the 
same  story,  Ro  tells  Picard 
that  many  Bajorans  who 
live  in  the  Federation 
have  accepted  the  human 
tendency  to  distort  their 
names,  in  order  to  fit  in. 

We'd  assume  this  is  what 
happened,  and  that  most 
Bajorans  would  refer  to  Tal 
Celes  as  'Crewman  Tal.' 

Pet  drones 

I  WOULD  LIKE  TO  KNOW  if  the 
Borg  assimilate  pets,  such  as 
cats  and  dogs,  or  if  they  just 
destroy  them  when  they  take 
over  a  colony? 

Doyle 
Carte rsville,  GA. 

The  Borg's  only  reasons 
for  assimilating  a  species 
are  to  absorb  their  cultural 
diversity,  to  maintain  the 
supply  of  drones,  and  to 
acquire  technology.  As  a 
consequence,  they  have 
no  interest  in  non-sentient 
species  such  as  cats,  dogs, 
or  tribbles.  During  an  assim¬ 
ilation  they  would  almost 
certainly  ignore  them, 
unless  they  posed  a  threat. 
Also,  pets  stand  little  chance 
of  surviving  on  Borg  worlds, 
because  the  Borg  have  no 
need  for  food  or  vegetation, 
so  there  would  be  nothing 
on  which  any  pets  could 
survive. 


!■■■■■■■■■■■■■■■■■■■■■■■ 


Although  Data  is  a  scientific 
expert ,  he  wears  a  gold 
uniform,  not  a  blue  one. 

Data  in  blue 

Why  does  Data  wear  a  gold 
uniform  instead  of  a  blue  one? 
As  identified  by  Goran'Agar 
in  STAR  TREK:  DEEP  SPACE 
NINE'S  'Hippocratic  Oath,' 
gold  uniforms  relate  to  officers 
with  the  specialty  of  security 
or  engineering;  blue  uniforms 
relate  to  officers  who  are  in 
the  sciences.  Data  was  the 
science  officer  aboard  the 
Enterprise-D,  but  he  wore  a 
gold  uniform.  Does  that  relate 
to  his  position  as  second 
officer,  or  is  there  another 
explanation? 

via  e-mail 

Your  confusion  is  perfectly 
understandable,  because, 
although  Data  has  many 


of  the  same  duties  as 
Spock,  he  is  not  actually 
a  science  officer.  He  is,  in 
fact,  an  ops  officer,  like 
Harry  Kim  on  Voyager. 

And,  since  the  operations 
department  is  principally 
concerned  with  running  the 
ship,  its  officers  wear  gold. 
You  may  be  interested  to 
know  that  in  'Chain  of 
Command,  Part  11/  when 
Data  was  promoted  to  first 
officer  he  transferred  to  the 
command  division  and  wore 
a  red  uniform. 

Wrong  food 

In  'Silent  Enemy,'  while  Hoshi 
was  researching  one  of  Reed's 
favorite  foods,  one  of  his 
friends  told  her  that  he  did  not 
like  fish.  But  in  the  episode 
'Shuttlepod  One'  he  chose  to 
have  the  sea  bass  meal.  Why 
would  he  pick  something  to 
eat  that  he  does  not  like? 

Andrew  Lai 
via  e-mail 

This  just  goes  to  show  what 
an  enigma  Malcolm  Reed 
really  is!  The  point  of  'Silent 
Enemy'  was  that  no  one,  not 
even  Malcolm's  parents 
knew  what  his  favorite 
food  was.  His  friend  Mark 
even  admitted  that  he 
only  'thought'  Malcolm 
hated  fish. 
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track  of  Data  s  cat 


The  changing 
face  of  Spot 

Data’s  cat,  Spot,  made  ‘his’  debut 
in  the  fourth  season  of  STAR  TREK: 
THE  NEXT  GENERATION,  but  back  then 
he  wasn’t  quite  the  cat  he  is  today. 

Even  an  android  needs  company,  and  in 
‘Data’s  Day’  we  learned  that  Data  had 
decided  to  keep  a  pet  -  more  specifically,  a 
Somali  cat,  called  Spot.  When  Spot  returned 
a  few  episodes  later  in  ‘In  Theory,’  something 
rather  strange  seemed  to  have  happened; 
he  was  now  an  orange  tabby.  To  be  fair, 

Spot  made  only  a  very  brief  appearance 
in  ‘Data’s  Day,’  and  the  production  team  can 
be  forgiven  for  assuming  that  no  one  would 
notice  the  difference.  However,  there  is  a 
more  serious  problem. 

During  ‘In  Theory,’  Data  refers  to  Spot  as 
“he.”  This  is  not  the  kind  of  thing  Data,  of  all 
people,  is  likely  to  make  a  mistake  about,  but 
when  Spot  reappears  in  ‘Genesis’  ‘he’  has  just 
given  birth  to  a  litter  of  kittens.  Curiously, 
Data  doesn’t  seem  at  all  surprised  by  this. 

Strange  possibilities 

So,  what  can  have  happened?  Well,  the 
authors  of  ‘The  STAR  TREK  Encyclopedia,’ 
Michael  Okuda  and  Denise  Okuda,  speculate 
that  Spot  is  either  a  shapeshifter  or  the  victim 
of  an  unfortunate  transporter  accident.  We’d 
like  to  suggest  another  explanation,  which 
might  be  a  little  simpler.  It  is  possible  that 
Data  has  simply  decided  to  name  three 
different  cats  Spot.  It’s  not  very  imaginative, 
but  then,  at  the  time,  neither  was  Data.  We 
can  only  speculate  about  what  might  have 
happened  to  the  first  two  versions,  although 
it’s  probably  worth  remembering  that  Worf 
didn’t  like  cats  ... 

The  truth,  of  course,  is  that  Spot  was 
actually  the  victim  of  TNG’s  writers,  who 
needed  someone  to  have  kittens  that  were 
unaffected  by  Barclay’s  Protomorphosis 
Syndrome,  which  had  made  everyone  else 
on  the  crew  revert  to  an  earlier  form  of 
evolution.  Since  it  was  obvious  that  none 
of  the  principal  crew  members  were  pregnant, 
they  settled  on  the  only  recurring  character 
they  could:  Spot., 


Spot  has  been  a  part  of  Data’s  life  since  TNG’s  fourth  season;  he  has  inspired  Data  to 
write  poetry  and  to  create  paintings,  and  he  even  made  him  shed  his  first  tear  of  joy. 


112 


Scott  Bakula 

We  catch  up  with  Captain 
Archer  as  he  begins  the 
second  year  of  his  mission. 


Designing  the  Bioship 

Concept  artist  Steve  Burg  reveals  how  he  designed  the  living 
starships  that  were  used  by  Species  8472,  when  they 
attacked  the  Borg. 


Gowron  in  power 

Robert  O’Reilly  continues 
Gowron ’s  story  this  time  telling 
us  about  his  appearances  on 
STAR  TREK:  DEEP  SPACE  NINE. 
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